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The second date for that nice new 1987 
Diary: 26th February That's when the 
March CRASH goes on sate . * * 
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A NEW RA TINGS SYSTEM 



This month sees the first major 
change in the CRASH reviewing 
system to be made tor a long 
while, The most obvious change 
of all is probabfy the introduction 
of 'signed' reviews - at the 
moment we have three regular 

Kme testers and from now on 
n, Paul and Mike wiN be adding 
the^r names to their comments. 

Uoyd has been reserving regular 
appeals in his postbag for our 
reviewers to make themselves 
known, and we have decided to 
bow to the weight of opinion (influ- 
enced just a Irttfe bit by Ben, Paul 
and Mike who were getting a bit 
tired Of remaining anonymous). A 
glance at page 14 of this Issue 
should provide you with some 
background information . . * 

Identifying the reviewers should 
help you meke judgements about 
the validity of their criticisms- you 
may decide that one reviewer 
shares your tastes more cfosely 
than the others, and consequently 
give more weight to his opinions. 
Alternatively, you might detect 
that one member of our reviewing 
team doesn't like platform games, 
for instance, and bear this factor in 
mind when reading his opinions on 
the latest platform game, 
The COMMENTS section of the 



reviews has also undergone a 
slight modification, 

In the early days, when joystick 
Interfaces were comparatively 
new, most Spectrum owners were 
very concerned how a game 
responded to the keyboard. Now- 
adays the keyboard response is 
less important as most games 
achieve a similarly high standard 
of keyboard controJ. We've opted 
to drop Keyboard play entirely. 

Developments have overtaken a 
couple of the percentage ratings 
as well. 

OnginaJly, Use of Computer 
was used to evaluate how easy it 
was to use the computer to play a 
game, taking into account the pos- 
itrons of the control keys (i n the hi s- 
toric days when definable key 
options weren't invented!) and the 
range of joystick options (when 
there were lots of different inter- 
faces all competing to become the 
1 standard'). 

Getting Started was created as 
a rating to quantify how clear the 
instructions on the use of the con- 
trots were, and took into account 
how well the objectives of the 
game were described. Packaging 
and loading also came into a 
game's Getting Started rating. 

After much discussion, we've 
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When a magazine is rising in circulation as rapidly as 
CRASH is doing it tends to sell out immediately and you 
may experience difficulty in obtaining your copy every 
month. So the best thing to do is place a regular order with 
Your local newsagent, which you can do by handing him 
this form. 
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newstrede by GOMAG [08964 44055). Ptease check with 
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decided to drop Getting Started 
and Use of Computer and intro- 
duce a new rating: Presentation 
Presentation takes into account 
most of the elements of the two 
ratings it replaces and is intended 
to cover sound, as weil as the 
range of options presented to the 
player, the packaging, instructions 
and to some extent, the scenario - 
in fact, anything not involved in the 
actual game itself. 

To recap on the remaining rat- 
ings; Graphics is self-explanat- 
ory; Play ability gauges the 
amount of fun to be had actually 
playing a game, while Addictive 
qualities indicates how long you 



want to play the game and how 
often you 1 1 1 want to come back and 
have another go J Value for money 
should be obvious; and finally, in 
the Overall rating we take into 
acco u nt al I the other ratings before 
coming up with the finaJ analysis - 
which isn't arrived at by taking an 
average of the other five percen- 
tage ratings. Addictive qualities. 
Payability, and Value for money 
carry more weight than Presenta- 
tion and Graphics, which are, 
after ail. the gloss on the game you 
pay to play. 

Let us know how far you agree 
with these changes . 



Use of computer 
Graphics 
Payability 
Getting started 
Addictive qualities 69% 
Value for money 
Overall . 



71% 
84% 
83% 
S3% 



75% 
78% 



Presentation 
Graphics 
Ratability 
Addictive qualities 
Value for nnonetf 
Overall 



93% 
82% 
81% 
79% 
80% 
82% 
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of year for gong-giving a nd 9|n 

The Spiky- Haired ones f'<>™ 

\nd the motley crew from AMTIX^ 

and between ttiem came up 

that everyone agreed dgggw 

JgiSKS at the . wjjji j«nn« 
Mid in London'^ Hilton Hotel. 



form Game aw«J U ^| s g£ 
teen s Zewfc was selected ab uesi 

str fflm tS Ptf£«£iH 

itia award for Best Shoot em Up, 
Z Sfy on account ol the much 

staff here at newsfield It" pe 
iSngto C om S K . 
Ions with the results ol tne mb^ 
ers 1 Awards. 



EXT/74 TRIVIA 



To follow up their flighty success- 
ful Trivial Pursuit DOMAflK have 
released the first in their promised 
aeries of additional question sets. 

Trivial Pursuit, Young Players 
Edition comes in two forms: as a 
game in its own right at £14.95. 
and as a tape holding an extra 
5,000 questions to be used with 
the original Genus Edition at 
£7.85. The questions cover topics 
ranging from Grange HiH to The 
Wizard of Oz and should provide 
youngsters with a chance to run 
rings around the older generation, 



who's knowledge of Duran Duran 
and Ah-Ha might be a bit rusty. 

Further versions are in the 
pipeline. The Baby Boomer ver- 
sion, due out by Easter, is for 
closet hippies born in the years ol 
the post-war baby boom. These 
are the people wtro 1 ve sti II got their 
Kaftan hidden in the bottom of the 
wardrobe and believe flares will 
make a comeback, G&ous It 
should appear around next Christ- 
mas, providing Tnvia lovers with 
another 6,000 general knowledge 
questions. 



COMPILATION 
CORNER 



Another crop of compilations has 
been gathered In. Five Star tram 
beau jolly contains a quintet of 
games, all or which collected high 
ratings in CRASH: Zoids from 
MAflTECH, Equinox and Jhreo 
IrVeete in Paradise from mikro- 
qen, Back To Skool from micros- 
phere and Sptndkzy from electric 
rjREAMS. TT&e whole lot, two casset- 
tes, inlay and entry to a competi- 
tion costs £9.95, 

Ultimate fans won't want to 
miss two £9.99 Unbelievable Ulti- 
mata compilations released by us 
gold. One tape includes AticAtac, 



SabreWurt, UnrferwuridBandAfi&n 
& - the other contains four golden 
oldies Jetpac, Tram&m, Lunar Jet- 
man and Psst Scott Adams tans 
might want to pick up a previously 
unreteased adventure from The 
Master - BuckatQG Bonzai - which 
appears on the Scott Adams 
Scoops collection wrlh Voodoo 
Castle, Strange Odyssey and 
Pirate Adventure. Then there's the 
Spectrum Stingerspack, also from 
us gold which features Bruce Lee, 
Pole Position, Zorro and Cybenjn, 
priced at £9.99. 



A rare photo 0f the Dqc Mmrtenmd One In full dinner draaa, mm a 
fte prepares to announce the winner* at the HEWSFlMLD / \ 



Paula Byrne trem RAINBIRD §9 pleas ed to COtttct iff certifi- 
cate nmmmn 5TAE&UDER 12B aw the beat Spectrum game 
produced in i9&$ 





A charity auction maldottheNSFCC ended tha evening — the 
Auctioneer's Assistant hold* up an Qtl Original which warn 
eventually knocked down for over £f2O0 In aid of bettered 

children 



GAUNTLET GOOF 



Gauntlet, us gouts Smash arcade 
conversion, may present prob- 
lems when it comes to loading the 
dungeons into your Spectrum. 

There are two editions of the 
game in circulation. The first edi- 



tion has a bfack-coloured inlay, 
This version will NOT worto with the 
new Spectrum Plus Two, and 
there may also be problems when 
using a Kernpston joystick inter- 
face. If you experience either of 
these problems, take the tape 
back 10 the shop you purchased it 
from, and exchange it for a copy 
with a buff coloured inlay, which is 
a later version wilh these bugs 
cleared up. 

A spokesman Tor us gold said 
the company would like to 
apologise for any inconvenience 
caused. Apparently, quite a few 
problems have been encountered 
when getting versions of the com- 
pany's games to run on the Plus 
Two - the machine appears less 
tolerant to some forms of piracy 
protection and fast loaders than 
the earlier types of Spectrum. 

Thanks must goto P Margetson, 
who contacted CRASH by Mic- 
ronet on our MBX number 
(105845851] to inform us of this 
problem. 



Demolition im the mmcerewttorrn of criticism. We mant tha Lud- 
low Mafia 'hit * Bauad to cpl r s HQ recen tiy to try to extract 
* com 0/ the fang awaitmd Cyborg. NaT Okay, *o crl 
sent ua this picture la amahasise the fact that a new 
game caHed BaltBreakartx on 111 way . . . 
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Jonathan Eggtilton, designer of the Genesis game KAT TRAP, 
demonstrates the finished product to J&hn Rowlands, tJi# software 
buyer for WH SMITHS Mark Strachan from nnwiAnk loofca on h nurv- 
au sly awaiting the verdict. 

Owing to their extmslw chain of retail outlets. SMITHS decision 
to stock a game can haw a dramatic effect on lis sales. According 
to Mark Strachan, KAT TRAP had already docked up over 15,000 
sales before 1967 began! 



j* Wckjf <ni# for thm imuranc* mmtr. Po<tm m ffytop ihvt «fii^ 
finding through your roof qualify mm an Act of God or Hmturml 
ShrinkmvervmQM games'^ mascot, thm Laughing Shark, 

flight imughing ai one of muper-mub Cimnn Bnnnmn'm 
MMmntJbkea ■ p . (no prize* for guamming who wrote 



NEW ARRIVALS 



Two new companies have decided 
to set sari on the stormy waters of 
the games software market. Von- 
soft somewhat optimistically 
hope to capture five to ten per cent 
of the market, with twenty releases 
in the f i rst fou r mont h s of this year . 

This assault will start with 
A.R.EM A. f a graphic adventure 
selling for £A .95. Accortii ng to von- 
soft\ buying the game will entitle 
you to enter a competition for a 
prize worth at least C1G\000. Later 
in the year, they plan to launch 



in 



separate labels specialising 
utilities and adventures. 

Alternative software is 
another new company which 
plans to concentrate on the 
budget market, ref easing games at 
E1,99 - Howzat and Henry's 
Hoard are the first two on the 
release schedule. Products are 
also in preparation for a utilities 
label - summit software - which 
should kick off with a E9.95 art 
package called Art Master 



now available -the official Spectrum Upgrade! 



■Turn your Spectrum into 
ja Spectrum + for just £23 



professional Mf-stie Keyboard 
- includes 17 extra keys 
Re sponswe typewriter -styi* action 
Accecis al ! current Soeccnjm 
software and peripherals. 




£1 50 





Convru 



Here's some exciting news for Spectrum owners m 

The offtcial Spectrum Upgrade Kit The Upgrade has everything you 
need to turn your crrum into me stvHsh new Spectrum * ygu dgnt even 
need an u nderstarmmg of e lecironk 5, jusc trie ability to joiaer a few wire s togettierl Tfie 
i earlet in tne icsf gives dear step oy 5te p instructions If you're not sure about doing it 
yourself, <aon't worry Simply return your 4&K Spectrum ro us and for £2195 +■ £1.50 
p + p we'll upgrade It tor you. 
The bigger, better Spectrum Keyboard 

The Spectnjrn + measures 12W * 6*. It has a large typewriter -style keyboard, 
wltfi hard, moulded keys. You'H find the new keyboard has a smooth positive 
action - Ideal For touch -tvfl'rig. worti processing, simulation programs, and 
extended programm ing sessions. Two recracta pie legs g ive a perfect typing position 
mere are h keys in all inducing 17 n* w keys. Programmers will be pleased 
to see dedicated punctuation Keys a space bar, and separate snifr keys for graphics 
and extended modes And a ^eser button aNows you to dear a program from your 
compute^ * memdrii without drsconnecttrnj tfie power supply 



The official Spectrum Upgrade, Naturally your upgraded 
cpmputer win accept all me perrpherals in you* Sinclair system- 
interface- i Microdnves and so on - as well as all spectrum software. ] 
Just as important, new Spectrum software and cenprwrals will be designed I 
with trie spectrum + in mind, so the Sinclair upgrade adds itvllift looks, new | 
=25^ tapaMlltto and new potential for trie future 

HOW TO ORDER BY MAIL 

1 If you rec u ire us to do trie upg rade for you please send £29,9$ + £1 , so p + p. Total CJ1 .41 I 

2. Should you require die d^- it -yourself kujust send £33.00 + £1.50 p+ p. Total £24.50. 

3. If youretjuire ypurSpectrumtotoerepaired and upgraded toaspecrrum Fl uswehflv e a 
stietial offer pnee of just £50.00 complete 

Orders can placed by using your Access card on etie numbers beiow Fv ^ 



upgrade oept 140 Hign Street west ciossop. Derbyshire skubhj 
Tel: f0457J) 66555/677&1 & Manchester 061 236 0376 

© Copyngnt Videovauit Ltd No 
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I was thinking about the kitchen on 
the day of the cos launch for Brian 
Ctough '$ Football Fortunes held at 
Wembley, Do you know how 
difficult it is to find plain black and 
white floor tiles? And as I walked 
up the ramp to the imposing 
stadium, golden In the winter sun, 
I wondered if they had plumbing 
problems too! 

I was only an hour late for the 
reception and the first person I met 
wasOoughie himself. What's the 
matter/ he quipped, 'miss the 
team coach from London?' But 
before I could think of a suitably 
witty response, I noticed the raw 
of BBCs. 

What's this, 1 1 asked Dave Car- 
los , as he ushered me to one of the 
computers, 'a convention for 
nearly-dead micros?' But no. It 
seems that the only completed 
version of the game was can the 
Beeb. 

I confess that I was less then 
overjoyed at the thought of having 
to sample a season as a league 
team manager, there and then. 
After all, the black arid white strip 
only reminded me of the kitchen 
tiles. But there was something 
intriguing about Football Fortunes. 
The computer takes care of the 
book-keeping while the players 
use cards, counters end a board. 

h would take too long to 
describe the full rules, but the 
basic idea is to create a squad 
which can go for the double, trad- 
ing for players with your oppo- 
nents if need be, but without ban- 
krupting yourself when payday 
comes round, I managed to top the 
league but went out in the cup, and 
so failed to win on management 
points. 

Ill be interested to see how 
Football Fortunes does. I believe 
that it deserves to succeed. After 
my harangue in the last column 
about the lack of imagination in t he 
software market, this can only be 
seen as a positive step. It s aiso 
fun, and lets a group of people 
share in a computer game, 

You can tell how much ! enjoyed 
the experience, because when the 
time came to eat, I insisted that we 
stay and finish the season. But the 
reward for being a manager is 
good food and good drink too, so 
when the time came for a tour of 
the stadium I politely declined. 

From the Stadium window Td 



SOAKING WET - INSIDE AND OUT 

It's the week bef ore Christmas as I write this, and I haven't bought any 
cards yet, let alone sent them. The reason is simple* Instead I bought 
a flat, and with it came al I the joys of home ownership, such as holes 
in the roof. So this column isn't about computers ■ . • it's about DIY! 



seen a Do-It -Yourself store, and 
my mind wasn't on turf but vinyl 
tiles. And Wembley turned out to 
be a DIY Mecca as welf as a sports 
one. Hound them r Now all I needed 
was to get the cooker installed 

While I was pondering this par- 
ticular problem, I received a phone 
call from R02 Hubley Hi/John, 
we've not met but I'm handling PR 
For tigress designs and Both 
Wooding told me that you're a bit 
of a foodie. Would you like lunch? ' 

Well, I've been called a lot of 
things in my time, but my hedonis- 
tic over-consumption has never 
been called foodie-ism before. 
Still, when the invite is for Ken Lo's 
Memories of China, one of the best 
oriental restaurants in England, 
you don't quibble about terms, 
especially if you've not got a 
cooker. 

Actually. I had another reason 
for accepting. I have a hell of a high 
regard for the tigress games- 
designing team. And it seemed 
that they didn't have any particular 
product to push - they just wanted 
to rap, Good food and good con- 
versation is a fine way to spend a 
day, 

There was plenty of both , as Roz 
and I tackled such exotic dishes 
as drunken fish. Too much, again . 
to recount ki one brief column, but 
par. of that conversation revolved 
around my current obsession - 
what lies in store tor software in 
'87. 

Tigress, as far as I'm con- 
cerned, could be the future. They 
have the aWlity to originate new 
ideas, and ideas which should 
appeal to a broad range of ages. 
From the simplicity of Think! \o the 
strategic complexities of They 



Stole a Million, and the brainbend- 
ing arcade game. Deactivators, 
they avoid simple pigeon holes. 

The secret of tigress's success 
seems to be that they're not under 
pressure to produce so many 
games a month, iike many a targe 
company, but can spend time 
developing quality ideas which 
they can see through every stage 
of production. 

Saturday the 13th, (doesn't 
have quite the same ring to it, does 
it?) provided a clash of attractions 
While the morning was taken up 
with a ZX Microfair, domark were 
also running the final of their Trivia! 
Pursuit contest. Trivial Pursuit 
possesses that classic simplicity 
that makes a game addictive. And 
it transferred to the computer with 
amazing success. 

But first I made the rounds of the 
seasonal Jamboree in the Horticul- 
tural HalL meeting old mates, 
avoiding enemies, and finally 
gravitating to the bar where a 
benevolent Mr Kidd poured a pint 
into ma before we set off for 
domark and The Brewery. 

To be honest, they could have 
been launching Cabbage Patch 
Dolis - 77re Game at The Brewery 
and I'd have been there. That sort 
of an invite to a Minson is like a 
magnet to iron filings, But my cor- 
rupting influence spread to 
Graeme, and we rolled up an hour 
fate. 

This had its advantages though. 
We avoided being roped in to run 
one of the semi-finals in this cham- 
pionship play-off, and were able 
to scoff the nosh in peace, safe in 
the knowledge that the CRASH 
contestant couldnt lose - 
because the poor fellow had 



John C&v* Gmttmetm hit Ten Qrand'm •vorfifr af TP hi from Johnny Baii 
mh ll* DO mod MMK took on 




caught 'flu and couldn't make It! 

Then upstairs to further stuff 
ourselves on Trivial Pursuit after 
dinner mints, complete with a 
question of no relevance what- 
soever in every box (for example: 
DO too many Trivial Pursuit after 
dinner mints give you acne?) 

Let's be honest H however much 
fun it is to play. Trivial Pursuit is 
unlikely to become a mass spec- 
tator sport. Graeme made an 
excuse about having to see a man 
about a Microfair and left early. But 
I hung on in there as the contes- 
tants battled to the finish, all under 
the eagle eyes of Johnny Ball as 
MC and Cuddly Dave, who seems 
to get everywhere these days, as 
adjudicator. 

It all got quite tense as John 
Cooke, the eventual winner, failed 
to get his final wedge and had to 
take another run at the centre. And 
his reward for having a mind full of 
useless information? A solid gold 
Trivia* Pursuit set, worth a coo! ten 
grand. The beauty of the 
craftsmanship matched its value.- 
Meanwhile a battle of titanic 
proportions was taking place 
among the assembled press 
corps, most of whom had entered 
into the Christmas spirit a good 
week or two earlier and were now 
In a state of ecstasy. No, I'm not 
talking about the side- bets which 
were Being placed on the cham- 
pionship, but the Hacks Award of 
a gold-plated set of TP playing 
pieces. 

All that was required was to ans- 
wer ten questions - but to make it 
harder they were from the Junior 
Edition. Well maybe the alcohol 
had taken Its toil, or maybe most 
people hadn't drunk enough, 
because in the end the winner only 
needed nine correct answers to 
pick up his status symbol. 

And who was it, you may ask? 
Well, who else has a mind so trivial 
and so childish? But where did I 
slip up? Well, just to set the record 
Straight, I now know that Time and 
Relative Dimensions in Space is 
not better known as Einstein's 
Theory of Relativity! 

So that's it! The last column writ- 
ten hi 1986 starts off 1987 and 1 
now own some satisfyingly heavy 
Trivial Pursuit pieces, though not a 
leak-proof roof. HI probably seek 
sanctuary from my indoor shower 
at a Christmas Party or two * * . 
and maybe next month Hi get to 
tell you about them. 
Yours in Ffti 

HUNTER S MINSON 
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Isn't it awful? Just because those egomaniacs on ZZAP! plaster their ugly mugs and even uglier personalities 
ail over their magazine, the prima donnas in the CRASH reviewing team are demanding their own bit of glory. 
So from now on, at! the review comments will carry names. 

And just who are these people? Incarcerated in the dank dripping dungeons beneath CRASH Towers, we 
found the three of them. Their crimes: too hideous to speak of. Their sentence: to play computer games for ever! 

Take a peek at their prison dossiers . . . As you can see, our i n-houselenspersonCameron Pound has taken 
special pleasure in using his wide-angle lens for the portraits just to make sure that the inmates' egos don't swell 
too much! 



Dungeon 




NAME: Mike Dunn 
ALIAS. Skippy, Blusher! 

age. 15 ^^^^^^^^mm^m 

hoops arid tortilla chips 
14 CRASH February 1987 



NAME: Ben Stone 
ALIASES: Mr Label, 
Hey You. Lover Boy 
AGE: 17 



Ben is trie longest surviving inmate of the CRASH dungeon. He's been 
down there for a couple of years now, and the strain is beginning to teW. 
In his Reebok trainers, Levi Jeans and Farah shirts, he cuts a sartorsally 
elegant figure amongst the tilth and vermin of his dungeon cell. 

When it comes to computer games, Ben goes m tor the more violent 
ones - which could go some way to explaining why he got locked up. 
-'Stargttdw is great. There's this weird scenario, and you just go around 
blasting everything. Cobra is a real challenge: I haven I worked out how 
to get past the Midnight Slasher yet. Harvey Headbanger is a fun little 
game, especially on the Amstrad, and World Games is I he only sports 
simulation worth playing." 

Wtien on the run, Mr Stone would often hide out in amusement arcades 
1 1 like a lot of machines, but Battle Zone is one that springs to mind as a 
particular favourite.'" 

CRASH runs a fairly liberal prison regime - we allow the inmates their 
own music. Mr Stone likes The Cure, The Smiths and Siouxsie and the 
Banshees for reasons that escape the warders. His tastes in TV: " I like 
any trashy American sit-coms because they're an escape from prison 
life. Easterners is really 'onght in nit?" 




NAME: Paul Sumner 

ALIASES: Jolly Hcckeysticks I I 
The Fuzz I 
AGE: 21 I 

JKwStfS. to «™ of repentance - hi, 

NAD a mpM,« and CD pfaye • R e XT f uhl J ^ pr0U<io, > "™*Sg 
grace reading CD REVIEW What doe S V" by * alk,n 9 roLjn ^ the 
Peter Gabriel . s prominent .ind PaSfsfm™ n «°° n " ? We "- once again 
ve only heard Gnceianci - bSSJ "X ?™° n ^f" 9e!s an aifir i9 "WpI 

Despite this iuxury he dn« * 

Ascribes « as V 0 P „|^« f" w. playing MU> at hockey but 
yott get to witch htm play, is aSng V a " ressio " W, «hih, If 



THE COIN-OP SENSATION FROM DATA EAST 





SCORE HEALTH 
5700 897 



ELF 

SCORE HEALTH 
11020 533 



Producer: US Gold 
Retail Price: £8.99 
Authors: Tony Porter! 
Kevin Bulmer, Bill Allen 
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faun Uet ' The Off ici al Conver- 
sion' has at last appeared. 
The main difference bet- 
ween the arcade classic and this 
version, is that us gold have pro- 
duced a game for one or two 
players - whereas up to four com- 
batants can enter the com-op 
arena. 

The package comes complete 
with extensive instructions to help 



■ i ■ ■ i ■ i 



Gauntlet novices who didn't spend 
their [or motive years pumping 
coins into the arcade machine. The 
program is multi-load, with up to 
eight levels loading at a time. 
To begin with, each player must 



choose one of the foui characters, 
these are: Thar the Warrior. Thyra 
the Valkyrie, Merlin the Wizard, and 
Questor the Elf. Each has different 
levels of Strength, Armour and 
Magic Power. Strength determines 
how quickiy a character can 
destroy opponents, Armour level 
determines the amount of damage 
a character sustains from a hit. 
while Magic Power affects the 
power of potions that are used. In 
a two player game, the pair of 
adventurers can work together, 
sharing Ihe tasks between them 
and using their unique abilities to 
b£5i effect , 

The aim is to scurry around the 
spacious dungeons, blasting 
everything that moves and collect- 
ing as much food and treasure as 
possible. Keys must be found and 
collected so that locked sections 
of the dungeons can be entered 
and explored. While all this isgo*ng 
on, the exit to the next level must 
be located- Each dungeon con- 
sists of a maze of two-dimensional 
walls and doors, with exits to the 
other levels scattered about. At the 
start of each tevel a message 
details any special conditions that 
apply - for instance your shots 
stun your partner in some maze 
areas. 

Characters begin with 2,000 
health units, displayed on a 
counter at the bottom of the 
screen. Confrontations with the 
evil beings that inhabit the dun- 
geons reduce health points, and 
death ensues when a characters 
health rating reaches zero. In the 
two- player game, a character can 
rejuvenate a dead partner, who re- 
enters with a zero score. 

The dungeons are full of guards 
and demons waiting to do battle 




with intruders. Generators located 
in the mazes continually produce 
dozens of deadly denizens - 
unless they are quickly destroyed. 
Characters can either shoot the 
enemy or enter into hand-to-hand 
combat, which usually scores 
more points - at the expense of 
the loss of more energy. Hordes of 
opponents tend to congregate 
together m sections of the maze, 
just wasting for you to turn a corner 
or destroy a wall so they can get at 
you . 

Ghosts are the most common 
opponents and hit a character 
once, drain some energy and then 
disappear: hand-to-hand fighting 
Is pointless with spooks. Lobbers 
are sneaky fellows, throwing rocks 
and other heavy items over the 
maze walls. Demons spray fire- 
balls which sap energy very 
rapidly. Grunts are armed with 
heavy clubs and run up to your 
chajacter biffing away repeatedly. 
Sorcerers use their magic to 
defeat you, making themselves 
temporarily invisible and immune 
to your shots. Death ss the tough- 
est guardian of them all and can 
only be defeated by use of magic 
- the best approach is to avoid him 
altogether 

Food and drink (some of whtch 
is poisoned) can be collected to 
restore health and boost your 
score. Potions found in the mazes 
have a range of effects - some act 
as 'smart bombs', while special 
potions confer additional fighting 



w H«y wow! The biggest 
ercada hit that I ne^er saw 
hits the Spectrum, Yeuch! 
What puny little graphics; 
but WOW! - what a game! 
This is just what Spectrum 
owners need: a proper, 
involved two-p4ayer game. 
Despite the fact that I am 
against most multi-toad 
systems* ft's hardly surpris- 
ing that Gauntlet has got 
one; rt must be one of the 
biggest games about, tf 
you're only likely to play ft 
on your own, then think 
before you splash out, but 
in two-player mode ifs 
hard to stay away from. 
Well done us gold. * 



denizen despatched and for col- 
lecting obiects- Every so often a 
bonus treasure room is encoun- 
tered where the aim *s to gather up 
all the treasure and escape before 
a time limrt expires. Transporter 
pads appear on some levels, arid 
stepping on one moves the pteyer 
to another pad on the screen. As in 
the original game, some of the 



feeling - if you're playing 
with a friend co-operation 
is essential as the dungeon 
scrolls around the charac- 
ters on screen end it's easy 
to get trapped if you try to 
go your separate ways. 
Gauntlet is more of a shoot/ 
pick 'em up game than any 
of its clones, and as such it 
contains much more fast 
action fun. Cancel all 
engagements for the next 
month, Gauntbet hM 
arrived) ■ 

Mill 



ed 
eppmg 

a trap makes a section of wall dis^ 
appear, 



Control keys: player 1/ 
player 2 - 1 /a Up, Q/l Down. 
S/K Left, D/L Right, Z/M Fire, 
CAPS/SFttCE Use magte 
Joystick: Kempston, Cursor. 
Interface 2 

Use of colour adequate 
Graphics: inevitably, a bit 
small 

Sound: unremarkable 
Skill levels: one 
Screens: 512 scrolling levels 
General rating: This conver- 
sion is let down a little by the 
graphics and sound , but the 
gameplay more than makes 
up for such deficiencies 
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HEALTH 



SCORE 
2 3 SO 



MEftJLTH 

o 



or shooting ability- increase your 
character's speed or improve 
magic power. All the collectable 
objects an? picked up by walking 
over them, although potions can 
be shot, in which case thoar smart 
bomb' effect is reduced. 

Points are awarded tor each 





Producer: Electric Dreams 

Retail Price: £9*99 

Author: Pennsoft and Soft Machine 




ark Eyles, designer of 
Back To The Future, is 
behind this (jarne-of- 
the- film- 
Back on Earth after forty years 
floating in space. Riptey is horrified 
to find that the planet where she 
discovered the Aliens is now being 
colonised. No-one believes her 
gruesome story until contact is lost 
with the colonists . . , Grudgingly, 
she agrees to accompany a group 
of highly trained Space Marines on 
a rescue mission. 

You direct that mission from the 
safety of the Mobile Tactical Oper- 
ations Bay (MTOB) P and are in 
command of Ripley, four Space 
Marines and an android. The 
action is viewed on a video display 



our when an Alien is attacking, The 
number ol the room currently 
occupied is also given on each 
individual's display panel, 

A press of the appropriate key 
gives control of a character, 
whereupon their portrait appears 
in the central control window, A 
bio-functions trace and a bar Indi- 
cating the character's remaining 
Smart Gun ammunition also 
appear. The control window 
includes a counter that tots up the 
points collected for killing Aliens. 

Characters can be moved 
around the complex, room by 
room, by using the doors - move 
the gunsight over a doorway and 
press fire to pass through. Rapid 
movement can be made by 



Ripley prepare* to immve utter bios ting another evil crvarur* 
to a heap of acidic titme * . - 



warning alarm sounds. There are 
only a few moments in which to 
blast the monster before it realises 
someone is there and zooms in for 
the kill. If the Alien isn r t eliminated, 
it dashes up to the viewscreen and 
the signet goes dead as it kills your 
soldier. 

If one of the team members who 
is not currently under your direct 
control meets up with an Alien, the 
appropriate status bar turns yel- 
low. If a rescue mission Isn't exe- 
cuted rapidly, you lose the trapped 
team member. Aliens may also 
capture one of the humans and 




Ait Alien fa heading straight for Gorman — quick shooting 
might hh him Iff*! 



generated by the camera on the 
helmet of the character currently 
being) controHed. You can move 
the sights of the Smart Gun held 
by the human, either to target the 
weapon or search the current 
location - the video camera fol- 
lows the gu n sight . 

As weft as the main video dis- 
play, the control console afso 
includes a panel for each of the si* 
team members. These individual 
displays include a bar read-out 
that monitors the life status and 
stamina of the explorer - as a 
character gets near to exhaustion 
the bar flashes, and it changes coi- 
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requesting the character being 
commanded to move North, 
South, East or West, and he or she 
can move up to nine rooms in any 
of these direction®. As soon as you 
switch control to another team 
member, your multi-room move- 
ment order is executed -providing 
the character you have sent off 
doesn't encounter an Allen, find 
the way blocked by a pool of acid 
blood or come up against a locked 
door . _ , 

As the team moves through the 
complex, Aliens start to Dome out 
of hiding. When a character enters 
a room where there's an Alien, a 



begin impregnating thetr victim - 
again a rescue mission is needed 
if a life is to be saved. 

Ultimately, the aim is to enter the 
room where the Alten Queen lays 
her eggs and wreak mayhem. 
Don't expect the Alien hordes to 
ignore your presence, though . , . 



criticism 



I 



Tills has to be the best 
game-oft he-film to date: It 
really has captured the spirit of 
the movie. I found It scary to play 
- quite often when I was faced 
with an Alien I actual ly started to 
sweat The strategy element of 



the game isn't much fori, but 
when coupled with the horrid 
si Imy Aliens which crop up at the 
most unexpected times, the 
game as a whole works excel- 
lently. I can see myself playing 
this either until I've completed it 
or until I admit defeat - it la just 
very compelling. Go buy It, you 
won't regret It " 

BEN 

/ was realty amazed when I 
started to ptay Aliens. To be hon- 
est, t thought that it was going to 
be a bit tacky - but electric 
MEAMS have done a realty good 
job. The only way to play this is late 
at night with ait the lights off. and 
the TV extremely close to you. 
Basically it's just another 'stomp 
around the shop ' type of game - 
but tt has got loads of extra fea- 
tures to bring it 0m Weil worth a 
gander. " 

PAUL 

Aliens ts a very good game. 
Doubtless it will gain a lot of sales 
from the film tie- in, but even in its 
own right it's well worth playing. 
The graphics are very neat with the 
Aliens suitably represented. Bear- 
ing in mind the fact that the film is 
classed as being a horror, f think it 
could have been more atmos- 
pheric [a somewhat difficult prop- 
osition on the Spectrumf). The title 
tune is fair, and overall, Aliens is a 
very playable game, I didn't find it 
terribly addictive, but other than 
that, rve no complaints. " 



COMMENTS 



Control keys: 7 Up, 6 Down, 5 (eft, 
8 Right, 0 Fire: R Ripley, G Gor- 
man, H H icks J Bishop, VVasquez, 
B Burke; N north, S south. E east, 
W wesl 

Joystick; Kempston, Cursor, 
Interface 2 

Use of colour: monochrome play 
area 

Graphics: detailed, with neat 
Aliens 

Sound: good tune at the begin- 
ning with spot effects throughout 
Skill levels: one 
Screens! 255 

General rating ; A good attempt at 
capturing the action and atmos- 
phere of the film 



Presentation 


B8% 


Graphics 


85% 


Payability 


84% ! 


Addictive qualities 


61% 


Value for money 


62% 


Overall 


84% 
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Arrows your chance to emu- 
jiff We the exploits of hunky 
~mm superstar Tom Cruise and 
the rest of the pilots at America's 
top school for combat flyers. Sea- 
ted firmly m the cockprt of an F 14 
Tomcat you can engage the com- 
puter in a high-tech dogfight , or 
battle it out with a friend in a head- 
to-head sessjon. 

The action is viewed on a spill 
screen which shows the instru- 



cted vector graphics to show the 
aerial antics, with a dotted line 
marking the artificial horizon, 

A joystick can be used to control 
the fighter m the air In the time- 





■ I was very dubious about 
this one at first: yet another 
crummy licenced game I 
thought. But happily I was 
wrong, Top Gun really is a 
good game. I can perhaps 
see myself getting bored 
with the one-player mode 
after a relatively short time 
as there is only one oppo- 
nent to go for, but luckily 
there is a two-player mode 
which i$ brilliant. You can 
shoot the hell out of your 
best mate, and the compu- 
ter ceases to be a problem. 
I really do like this but I 
couldn't see it being addic- 
tive f or longer than a month 
or so. Tl 

SEN 



" I stand corrected. Before 
Top Gun, flight simulators 
were out as far as I was con- 
cerned - now all that has 
changed. It just goes to 
prove: a) what ocean can do 
when they're not doing Its A 
Knockout; and b) that flight 
simulators are not neces- 
sarily boring. The graphics 
are fast and neat, even 
though the launch section 
looks a bit primitive. 
There s a \ ot to Top Gun, and 
it has all the addictftrity that 
it needs. Neat graphics, 
tots of play ability and a jolly 
fun game. Worth getting. " 



mant panel and cockpit views Of 
the two opposing aircraft. The 
main d isplay uses si mutated 3D 



honoured flight simulator tradition, 
with the throttle and weapon selec- 
tion effected on the keyboard, or 
the keyboard can be used on its 
own, The controls are self-center- 
ing - left to its own devices a plan e 
flies straight end level. 

The Tomcat s armoury includes 
cannon, missiles and flares. The 
appropriate Icon is called into a 
window on the cockpit display 



before using the cannon or pres- 
sing fire to launch a fiare or heat- 
seeking missile. The cannon, 
which overheat with continual use, 
are sighted with a crosshair end 
the border Rashes red when sheHs 
hit home. It takes twenty-flve hfts 
with cannon shell to destroy the 
opposing plane. 

Selecting a missile brings a 
targe, square sight onto your vie- 
wscreen. The target must be kept 
wrthin this area for a countdown of 
three seconds to allow the Side- 
winder missile to lock on to the 
enemy plane before fire is pressed. 
One hit from a missile ia fatal, and 
the only way to avoid befng blown 
to smithereens If a missile is on 
your tail is to drop flares to contuse 
its guidance system and keep 
away from it for twenty seconds - 
the missile then runs out of fuel 
rind dives to the ground. 

Speed and altitude read-outs 
are superimposed on the cockpit 
view, and the altitude reading 
flashes if the plane is dangerously 
low {below a thousand feet). The 
instrument panel includes displays 
that show the throttle setting, can- 
non temperature, thrust, and dam- 
age sustained, A radar scanner 
gives the relative horizontal posi- 
tion of your opponent and this dis- 
play turns red when a missUe is 
locked onto your tail. An arrow indi- 
cates whether the enemy plane is 
above or below you and Is used hi 
conjunction with the radar to 
locate the enemy: Windows are 
used lo display the weapon Icon 
currently selected and the attitude 
of your fighter. 





* Top Gun surprised me* I 
was expecting some old 
licensing trash, but this is a 
really good film tie-in. The 
graphics ana extremely well 
animated and the split 
screen idea works excel- 
lently. It seems pointless 
having the one- player 
mode, as the enemy planer 
are so easy to blow out of 
the air. I would have liked a 
skill level option, but the 
two-player mode more 
than compensates as you 
can really show your flying 
prowess. Ocean seem to be 
one of the few companies 
who know that the Spec- 
bum can play a decent 
tune, and they've certainly 
proved it here. Top Gun Is a 
brilliant game and well 
worth getting. " 

PAUL 



in the one-pteyer version, mis- 
sions consist off shooting down 
three enemy planes, and become 
progressively more difficult - on 
the first two levels, the computer 
opponent does not use missiles 
In two player mode, each player 
gets three aircraft, and the winner 
is the pilot who stays airborne the 
longest... 




Control keys: redetinabta - 
climb, dive, bank left, bank 
right and fire; player 1 /player 
2 - A/L increase thrust, 21 
SYM SHIFT decrease thrust, 
CAPS/SFW3E select weapon 
Joystick: Kempston. Cursor. 
Interface 2 

Use of colour monoc- 
hromatic play area 
Graphics: rapid vector dis- 
play that gets a bit indistinct 
when the enemy is far away 
Sound: three great tunes and 
excellent effects 
Skill levels: one 
Screens: one 
General rating: A fast and 
addictive air-combat game in 
two-player mode; not so 
good one-up 

Presentation 92% 
Graphics 79% 
Payability 94% 
Addictive qualities 90% 
Val ue for money 91 % 
Overall 90% 
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TERRA CRESTA 



Producer; Imagine 

Retail Price: £7.95 
Author: Jonathan Smith 

■marine's, latest coin-op con-ver- 
Isiort, Terra Cresta, casts you as 
I the piloi of a Terra Cresta fighter 
- a futuristic spaceship capabie of 
great destruction. Your mission is 
to destroy the alien fighters and 
ground installations which 
threaten your people. A planet's 
surface scrolls beneath the Terra 
Cresta as alien forces launch 
head-on attacks, and constantly 
double back to strike from behind 
Armed with super lasers, you blast 
and shoot everything in sight. 

The aliens fire rockets and mis- 
siles at your ship and tbey may be 
either air-to-air or ground based. 
Constant evasion is required as 
the missiles are equipped with a 
homing device. Also, alien craft are 
not confined to set flight patterns, 
and appear at random from all 
sides of the screen. 

Numbered silos appear on the 
ground. Destroying one of them 
earns you extra parts or weapons 
for your fighter, These extra pieces 
of equipment are fitted to your 
craft by positioning it below the 
component as H is blown from a 
silo. Once the craft has been 
upgraded it is possible to enter 
Formation Mode, when the com- 
ponent modules separate and 
increase fire power: the Terra 

1 



Cresta can then fire arcs of laser 
energy rather than sing le bolts. 

As the game progresses and 
more and more extras are bolted 
onto your ship, so firepower 
increases until finally it turns in to a 
massive blasting machine, equip- 
ped to take on the ultimate robotic 
opponent which appears at the 
end of the landscape. 

Extra points can be scored by 
killing the dinosaurs that romp 
around on the ground, and in true 
arcade style the left-hand portion 
Of the screen contains a high- 
score to beat. Your three lives are 
represented by pictures of ducks. 
If an alien scores a hit on the Terra 
Cresta a life is lost unless an add- 
on has been collected from a num- 
bered silo, in which case the extra 
equipment is forfeited. 



w \ 
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Cam continues to do battle as a site appear* on screen 



CRITICISM 



I 



• "I fee! that this is the most 
successful of the many verti- 
cally -scrolling shoot 'am tips 
that we've seen over the last few 
months. Despite the tiny playing 
area and the high level of diffi- 
culty, I really enjoyed playtng 
this for the short time that 1 had 
with it. There is little similarity 
between this and the arcade 



Tfm T«m Crmmtm tighter bte&i* if* way through the waves of 
incoming Men craft 



original - okay, so the same 
enemy must be overcome h but 
the layout isn't similar at alt. 
Having said that, the game plays 
vary wall in its own right I'd 
recommend this - it doesn't 
really look much but it is well 
playable/ 1 

BEN 

9 "This game is virtually identical 
to us gold's Xevious, with the 
major difference that this is much 
more fun to play. Colour has been 
us6d effectively to depict the many 
different types of terrain* and the 
sound effects and music are 
excellent. The gameptay is very 
fast, and a lot of concentration is 
needed white dodging missiles. 




The onfy thing that I don 't like is 
that one mistake sends you 
straight back to the beginning - 
very frustrating, This is amongst 
the best shoot 'em ups that i've 
piayed on the Spectrum, although 
a two-player option would 
improve it. " 

PAUL 

• "Shoot em ups often rank 
among my favourite games, and 
Terra Cresta is no exception. 
Though the graphics are tiny, the 
scrolling is amazingly smoqth and 
the whole game is very playable. 
In the play ability stakes, Terra 
Cresta is very well catered for. It s 
well presented, both in the pac^ 
kaging and on screen, and it's 
things like this which go a tong way 
towards making a game good 
value for money. J don't know 
about the accuracy of the conver- 
sion, but if you fancy a slightly 
unoriginal and expensive shoot 
r em up - that's quite a tot of fun - 
Terra Cresta 1 s your game/' 



COMMENTS 



Control keys: definable - up, 
down, left, right, fire 
Joystick: Kempston, Cursor, 
Interface 2 

Use of colour: unremarkable but 
effective 

Graphics: fairly good with neat 
backgrounds 

Sound: possibly the game's best 
feature 

Skill levels: one 

Screens: vertically scrolling play 
area 

General rating; A slick, enjoyable 
shoot 'ern up 



Presentation 


88% 


Graphics 


75% 


Payability 


84% 


Addictive qualities 


82% 


Value for money 


?e% 


Overall 


81% 
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Producer: Quicksilva 

Retail Price: £8,95 
Author; Binary Design 

Secret agent Otto has 
received his orders. Ahead 
of him ties a mission of the 
utmost Importance to national 
security. Enemy scientists have 
developed their most deadly 
weapon to date* and the plans are 
being held at a high-security skys- 
craper on the other side of border. 
Otto hag been given the task of 
penetrating this building, nabbing 
the plans and making his way to 
the ground floor for a quick geta- 
way. 

Proceedings begin with a shod 
animated sequence showing Otto 
making a daring rooftop landing 
before he enters a lift that takes 
him down to the top floor. From 
here on he"s under your control 

Unfortunately for Otto, the plans 
have been scattered throughout 
the building and are only to be 
found behind red doors. His basic 
aim is to open these doors, collect 
the pieces that make up the plans, 
and then go down to the waiting 
oar on street ievei It is impossible 
for Otto to leave the building 
before hes collected the entire set 
- attempt to do so and he finds 
himself back in the middfe of the 
building, 

The skyscraper's floors (which 
widen towards the bottom) are 
inter-connected by a system of 
elevators and escalators. 
Elevators cannot move unless 



occupied, and are activated by 
pressing the required direction 
control Escalators are operated 
by standing next to them, and 
agafn pressing up or down. Simi- 
larly red doors are opened by 
standing next to their handle, and 
pressing dowrh 

Enemy guards are searching the 
building for Otto, and they have 
orders to shoot on sight. Otto can 
defend himself, and \s armed with 
the latest in automatic pistols. 
Being a top agent r he is also 
trained in the martial arts and ts 
can kick the guards to death. To 
dodge the oncoming bullets, Otto 
can leap into the air or lie flat on the 
floor. These skills are not that vital 
at first, but come in handy in the 
later levels when the guards gain 
the ability to duck and fire low. A 
trick Otto has learned from experi- 
ence is to shoot the lights out when 
he is in trouble. This can only be 
done while using the elevator, as 
the lampshades hug the ceilings 
and cannot be reached by jump- 
ing. 

When all the plans are collected, 
it's time to rush down to the wait- 
ing car for a quick getaway - that 
is, to the next and harder level . 



SCCIftE 

l 73a 



LIKES Q2 




Ducking low, Otlv avoid m thm imnthnomtmd enemy agents 



CRITICISM 



w 



• "t wonder if elevator games 
will take off on the Spectrum. I 
hope t he y don't n this S the best 



Otto hmm an 'uplifting* fxparimnc* 



that the companies can offer 
The gameplay is generally slow 
and quite infuriating, so I 
couldn't play it for long before 
pulling the plug. The graphics 
would be alright by themselves 
but the use of colour ts sloppy 
and messes up ttia whole 
screen. The sound is below 
average: there are no tunes and 
the effects are minimal. Ail in ail 
Td stay away from this one, 
There are good arcade conver- 
sions around already arid meet 
of them are taken from better 



SCORE 



HI SCORE 
□Gil TOO 



BEN 

• "tnitiatfy I was attracted to 
Elevator Action as it has good 
graphics and is quits fun to play - 
hut the game doesn *t contain any- 
thing that is in the slightest bit 
addbtive, The animation is watt up 
to scratch, even though the men 



LIUES 012 
FSOUftP 31 




move tn a peculiar fashion, I liked 
the idea of moving up and down 
the building, and trying to trap 
people on top of the efe vator, Slid- 
ing up and down the stairs was 
aiso fun, but the slight appeal of alt 
these tittle features soon wore off. 
This is easy to get into, but con- 
tains tittle to keep one addicted tor 
long, and thus is a bit too e*pan- 
sive." 



• "Despite the very simple 
scenario and game idea, Elevator 
Action should win awards for 
addict iven^ss. Moving up and 
down lifts and shooting baddies as 
you go is one of the most typical 
game bases around, but the 
implementation is excellent. None 
of the elements which make it so 
good are immediately apparent - 
the graphics are comparatively 
poor and the sound is minimal. 
These problems however are more 
than compensated for by the 
incredible gameplay. It's well 
worth looking at." 



COMMENTS 



Contra keys: 0 up, A dawn, O 
left, P right, SYM SHIFT Fire 
Joystick: Kempston, Cursor, 
Interface 2 

Use of colour a bit garish with 
some clash and attribute prob- 
lems 

Graphics: dearly defined charac- 
ters, but slightly jerky scrolling 
Sound: a few spot effects 
Skill levata: one 
Screens: eight buildings 
General rating; A well presented 
game, though possibly lacking in 
addictive qualities 



Presentation 78% 

Graphics 76% 

Payability 77% 

Addictive qualities 73% 

Value for money 71% 

°™»' 72% 
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HOW TO GET YOUR SPE CTRUM R EP AIRED FOR ONLY^ ^S V 

I Inr*iffliei5 




SPECIAL OFFER! 



Why Ml uogrndr vnur ordinary Spectrum 
the r?n^4iic rx Tronic* TvCrtwrrTwr kettn 
»r on* E51.S0 Pnrtrttna rtrdng 
nrtumpoft 

REDiaccmtrHT printed 
K Tran^t 




SPECIAL OFFER! 



Wt UP^-AM iftrf 1*f SflfCtrurrt CO 1 4UC 
£17.95 nrtuflii*g rti port 4na tawing 
■f ,i:.j*aum Mr irtt&M fUe Mlto* 

yog itrtt i*nfl irt £19,95 wfttn n 

I CMH HKkM>f>S r*rtuf r 
suotfirt *rm mm nr 

IVUJf 3 MHl 1 OftW 



update Your Rubber Keyboard 
to a New Spectrum* 

Fitted for onfcy £51 90 + Erso post & parting 
<AlSO D.I f Kit available for only £24.95 
+ El. SO post 4 pacKingi 
tfour Spectrum repairs and upgracteG to 
a Spectrum Plus for special offer price of 
£50.00 complete 

Same day sen/Ice limited offer 




■ 
i 



N ★ REPAIR SERVICE 





* whrtevou wartservice including 
computer spare parts over tne counter 
Ml com puters fu«v 0 ve rhauied and fully 
tested before return 
Fuiiv i nsur ed for the return jourrvey 
Fixed low pnee of £19.95 including post, 
packing and VAT (Not a between price 
of rea I ly up to £30.00 wn lc n so me of o u r 
co mpe titori a re quoting \. 
Discounts tor schools and colleges 



Ftve top games worth £39.00 for you to 
enjoy and play with every Spectrum repair 
we repair Commodore vie 20 s 
Commodore is land Plus 4's 
The most up to date te$t equ ipment 
developed py us to fully testand find all 
faults with i n your c Ompute r 
Keyposrd repairs spectrum rubber key 
boards ontyES. 95 

3 montn wntten guarantee on all repairs 



BEST SERVICE 



BEST PRICES 1 j 





ARE YOU ANOTHER CUSTOMER - fed LID 

waiting weeks for your estimate? 

Need vour computer repaired fast? TTien send it now to trie Number One Repaif 
company in the U.K., or call In and see us at our fully equipped 2,500 square foot works hop, 

with an the latest t«*t equipment available. You are more than welcome, 

we wm repair your compter while yoo watt and help you with any of vour technic £ Prowem 
Commodore computers repa.red for only EK.00. Please note we gave you a 1M\ 
price of m 95 which includes return post and pacmng. vat. not a between price like some 
other Bepal r Companies offer, we don'c ask you to se nd a c heq ue i n for the mam mum amount and 
shock you with repair bills £» upwards. Don't forget we are ftmstrad aproved for quality and 
speed don" rSk your computer to any other unauthorised repair centre. We dont just repairthe 
fault and send your computer back we give your computer a:- 

OVERHAUL WITH EVERY REPAIR WE DO:- 

vtf enrrect colour sound Keyboard Check the loading and saving chip, Put new feet on 
the baseT£qu7ed CheTi. Kir fLll membra check alt sockets including ear- mike and replace 
where needed All for an inclusive price of £1995 including VAT. all parts, Insurance and post 
and nackirn i mo Thidden ^^e«ras whateoevw, we don't have to ooast too much about our 
Sief ifwe hw^Tr^slSaTof^SSttSr^ftom an over the world highly delighted with our 
le^ce A flrtt class reputation for speed and accuracy. Don t forget, we also now have a 
Service' Branch in Manchester City Centre for while you wait service, 



S6Wav 

ribbon cable to 
extend your ports for 
VOur peripherals 

£10.95 



RUBBER WAT 

£6.50 plus ei so p & p 



f/ plus £1.50 p ftp P|~5 



REPLACEMENT 
POWER SUPPLY 



SPECIAL OFFER! 



incmacf c£*rt*«e CUlWt 
f-fCflrraTnrrxlPcl reiJ'i tXK* 



Ht Wornui I * 
£ n « Hi 



D.l.Y. 

CORNER 

we r&gm we cannot 
snow all trie components 
available Just give us a 
can and we can quote you 
Over the pnone deHvery 
py i sr. class post 



SPECTRUM SPARES 



2MB CPU 
aii-n Rams 

ZTX 2 1 !■ 

PDWErSupWvTranitDrmtfi 

JLA6CQD1 



KeytiMromemtiFarw 

KeytiO^rarnpmbrjW 
Spectrum Piusmemtif-ane 
Mi^[jl Templ3t*S 
KcvOPjfdHatt 
2KBT mejnb*ane 
S^fvice Manual 



3 m 

100 
:•!■■: 

S50 

t2» 
*» 
S50 
5 00 



COMMODORE SPARES 



G510- Processor 
*5«1 - 51(3 CHIP 
$06llfl-Hg*jSE Keeper 
901 225 -Graphic R<jm 
9CH226- Basic Rom 
»t2?7- Kern al Ron* 
65*9 -VIC 

fll&ilRacnt- Memory 
Power Supply 
Transformers 

fl 5$ on each prclrr ro cowr oaM 
Dacmng and handfcnfl c«ra« 



SerwJlng vour computet 



YtDtQvAULT HEALTH WARNING!!! 

1 to any oth^f R«Mlr Centre can sehou&lv Damage Its Hearth 





, Spectrum replacement 
miSII^riTr^'inpr' C^rtii'iwiif X pow^r transformer 

m^fc j ■* joip ji rfoar™ .trmtlD 4S. Of computer £9 55 

spectrum keyboard 
membranes 
£150 plus £1,50 p a p 

Spectrum Plus spare 
keyboard membranes 

E12.90p<as£l.50p&p 

2X 81 membranes 

E5.00plu^£1.S0pSp 





Ltd. 



Commorjore 
tepiacemintpower 
transformer £29 00 
plus C1 SOP & P 




m High street West, Giossop, Derbvstiire SK13 8HJ 
Tel M574 66555/677S1 Head office i access orders, queeries, 
Manchester 061- 236 0376 while you wait repair centre only. 



ropvngriT Videovautt net. No BS21!1 
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Producer: Ocean 

Retail Price: £7-95 
Author: Keith A Purkiss 



Si* European countries com- 
pete in the wacky events 
that make up it '$ a Knock- 
out, the TV show that was all the 
rage years ago. Now ocean bring a 
taste of the action to your compu- 
ter screen in another TV tie-in. 

Teams play against one another 
in five events and the computer 
calls on each country in turn to 
compete against the clock - a 
horizontal bar in the status area 
shows the time remaining in the 
current game, The computer acts 
as 'master of ceremonies', updat- 
ing the scoreboard as necessary, 
calling teams into the arena to 
attempt events, and playing for 
countries that have not been allo- 
cated to a human player. A 
marathon game is played by all the 
countries and the computer 
chooses when a team should 
compete In this sixth event 

Fun with food initiates the con- 
test in Ftying Flans, played in a 
room divided by a wall. The com- 
puter controls a pair of flan-flin- 
gars who use a see-saw on the left 
of the screen to propel flans into 
the air. You control a waiter on the 
other side of the wall and the aim 
is to catch the airborne puds by 
moving the waiter so they land on 
his tray. As flans are dropped, the 
fkxx gets slippery and the waiter 
starts to lose his footing. 
Then iff s from the dining room to 



the desert for Harl&rn Hoppers. 
Balis are rolled down a camel's 
back zooming over the hump 
before shooting into the air as they 
leave the camel's tail. The contes- 
tant has to run and caich the balls, 
but is attached to a strong piece of 
elastic anchored to the Jeft of the 
screen which restricts movement. 
To make lite a Httle more awkward, 
the ground had been well greased. 

Members of your team are all at 
sea for Titanic Drop. They are 
standing en the bow of a ship and 
take it in turns to use a pulley and 
slide down an angled rope. To 
score points they must let go of 
the rope at the right mom en i and 
land in the middle of one of four 
rubber rings floating in the water. 

Diet of Worms sees your 
character dressed in a chicken 
suit, romping around a green field 
pecking at worms thai peek 
through the grass. Worms must be 
collected and placed in a container 
at the foot of the screen. 

The final event pfaces you in 
competition with a computer con- 
trolled runner on a split-screen 
horizontally-scrolling obstacle 
course Warts, water troughs and 
giant rolling balls have to be 
negotiated and speed kept up by 
frantic key pounding or joystick 
waggling. 

In the marathon, Bronte Bash. 
you are a crane operator control- 
ling a ton weight which moves 
horizontally along the sky above a 
row ot trapdoors. The weight is 
dropped by pressing and holding 
firs, and every so often a dinosaur 




Caich the ti#ns flying through the sir on the fray, ft you m>ss, 
it wan** half make # mess. Ne-he-he 



t 



Another one of those good aid games at! about people getting 
h&frlhty wet. Ho^-ho—ha 



pops his head out of a trapdoor 
setected at random. The idea is to 
bop the monster on the head 
before it disappears. As the game 
progresses the dinosaurs get can^ 
nier, remaining above ground for 
shorter and shorter periods Of 
time 




• "This really is the pits. The 
gameplay js about as compel- 
ling as watching paint dry. The 
graphics are awful: there's lots 
of colour clash and the charac- 
ters are badly drawn and apal- 
lingly animated, The sound is 
also below average - there are 
no tunes and the affects are 
dodgy. Td ke*p well away from 
this if I was you, Nobody 
deserves to waste their money 
on dross like this." 



• "Thank goodness ocean 
haven'l made a complete hash of 
(his game - but it still isn't that 
good. I reckon the graphics are 




fairly well done - each screen con- 
tains loads of colour. At least the 
events are like the stupid things 
that happened in that awful TV 
programme. The sound is very 
poor, and doesn't add any atmos- 
phere - Where's Stuart Hairs idio- 
tic; cackling? I fee J that the game is 
too short to beany fun playing, and 
the events don t involve much 
work to gel any kind of score, tt's 
a Knockout may appeal to the 
younger market, hut most people 
witi find it very shallow and tor- 
tng.~ 

PAUL 

• "Well, Games without Frontiers 
(Jeux Sans Frontiers) by Peter 
Gabriel is definitely the song to 
play this to. There are major differ- 
ences between record, TV prog- 
ramme, and game. The record is 
superb. The TV programme was 
bearable. The game" is dire. The 
feet of the game is decidedly 
dodgy - it doesn't respond to the 
controls consistently, and when 
you add it all up there's not much 
depth to tt's A Knockout. Ocean's 
effort is pretty grim - and I can't 
understand wh^ the company that 
managed to turn out decent simu- 
lations like the two Daley 
Thompson games should produce 
this/' 



COMMENTS 



Control keys: Q-P up; A- ENTER 
down; CAPS, C. N left; Z, V, M 
right; X, B T SYM SHIFT fire 
Joystick: Kempston, 
Interlace 2 

Use of colour a bit garish 
Graphics: weak animation; unin- 
spired 

Sound: bfippy spot effects 
SkiM levels: one 
Screens: seven 
General rating; A poor multi- 
event game - ocean would have 
done better to have applied some 
of the skills that lay behind the 
Daley Thompson games 



Presentation 


71% 


Graphics 


43% 


Payability 


38% 


Addicflveness 


36% 


Value for money 


33% 


jOverall 


39% 




Producer: Ocean 

Retail Price: E7.95 
Author: Sentient Software 

Some three years after the 
first Kong games appeared, 
and after two attempts at 
Kong games themselves ocean 
have now released an officially 
licensed version of the mintenpo 
arcade game Donkey Kong. 
A damsel is in extreme distress 
she's been captured by a mad 
gonlla who has scurried into a 
partly completed buifding with her. 
Enter Mario trie carpenter, rescuer 
of fair damsels. Mario has to make 
his way up four sections of the 
building, using ladders, ramps and 
lifts while the enraged monkey 
rams missiles down on his head. 

Marro earns points in several 
ways. Leaping over the missiles 
Kong hurts at him adds to the 
score, and jumping several mis- 
siles at once is particularly reward- 
ing, Hammers can be collected 
which altow the hero to stop jump- 
ing and start pulvensing projec- 
tiles for extra points - but their 
power only lasts for a while. Some 
objects can be collected r and yeild 
points when Mario picks them up. 
Finally, a bonus meter at the top of 
the screen ticks down as Mario 
dallies on the way, and the points 
remaining on the clock when a 
sheet is completed are added to 
the overall score. 

Kong's stock of weapons never 
runs out. The objects he hurls all 
obey the laws of gravity, bouncing 
along the platforms and skittering 
down ladders. If Mario touches a 
missile he loses one of his three 



lives. Care has to be taken when 
using ladders or leaping a trundl- 
ing projecne as Mario can touch a 
m issile moving along a higher plat- 
form while avoiding another on the 
current platform. To make matters 
more complicated for the heroic 
carpenter, semi-intelligent fire- 
balls move around the screen 
oblivious to the calls of gravity - 
they can move left and right and 
up and down ladders. 

On the first screen Mano has to 
contend with rolling barrels, on the 
second he is faced with deadly 
pies and conveyor belts while lifts 
and bouncing nasties appear on 
the third sheet. In the final confron- 
tation with Kong on the fourth 
screen, Mario has to dodge ram- 
pant fireballs while removing nvets 
from the network of girders. When 
the rivets are removed the insane 
monkey falls and Mario gets the 
girl . . . until Kong recovers and 
the whole process starts over 
again! 



CRITICISM 



r 



• So why are ocean releasing 3 
conversion from an arcade 
machine that's as old as trie hills 
- and wasn't reatly much good 
in its day? The thing that really 
confuses me is that they've 
done a Kong looks like already, 
weird! The game is without a 
doubt the b*st Kong game 




1 



Donkey Kong carries the hapten heroine up the sea ff aiding 
to hi& pearch on (eve/ one 



around, but that's not really say- 
ing much. The gamepipy is a lit- 
tle more difficult than on the 
arcade machine, but it's not very 
compelling so I couldn't really 
be bothered to complete it. The 
graphics and sound are about 
average for this type of garnet 
nothing remarkable. On the 
whole I feet that this would be 
better as a budget game, or even 
as a freebie on the back of one 
of ocean's better titles, but not 
as a full-price game/ 1 

BEN 

• "Bit fate folks! Is this a licence 
that ocean haven't used, or do 
they really think that this will set 
the software industry alight? ) 



Maria climbs to the third girder on his way up tevet one 




wasn't expecting much from this 
because the game is very bad and 
outdated. The graphics are badfcy 
drawn and move at a very slow 
pace. I didn't find anything in Don- 
key Kong that made me jump 
about with excitement. It's not the 
programmers ' fault that the game 
is had, it is just that ocean have 
released it at least two years too 
late, " 



• "This is strange indeed! How 
come ocean are releasing a game 
like Donkey Kong, which is only a 
souped-up version of their earlier 
Kong? The original was renowned 
for its bugs, but this one at least 
seems to be free of them - and I 
should think so after all this time* 
Why anyone woufd want a conver- 
sion of an arcade machine that's 
been around for I don't how many 
years is a mystery to me, but then 
again, if you'fe one of the dedi- 
cated followers {there must be one 
of you, somewhere!) then this rs 
about as close as you're going to 
get to the original on i he Spec- 
trum," 



COMMENTS 



Control keys: redelinabie; up, 
down, left, right, jump 
Joystick: Kempston, Cursor, 
Interface 2 

Use of colour: garish and simple 
Graphics: simplistic with 
unsophisticated animation 
Sound: unremarkable tune and 
effects 

Skill levels: one 
Screens: four 

General rating: A competent con- 
version of an ancient arcade game 



Presentation 82% 

Graphics 54% 

Payability 53% 

Addictive qualities 49% 

Value for money 42% 
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Producer: Gremlin 
Graphics 

Retail Price: £7.95 
Author: The Gremlin Team 



This football strategy/si mula- 
tion began life as a design 
for a traditional boardgame 
offered to gremlin some while 
ago. Now it appears as a compu- 
ter-only entertainment. You are 
sweet seventeen and want to be a 
top footballer. Ai the start of your 
career you have £5,000 in cash, 10 
'goal cards' and a pair of reasona- 
bly talented feet. Your ultimate ai m 
is to become Footballer Of The 
Year and attend the prestigious 
award ceremony. 

The first decision you make is 
which Division to play in - there 
are five skill levels available, rep- 



fa ut it costs money to attract the 
attention of a scout — and a trans- 
fer request isn't always success- 
ful. Prices range from just £2.000 
to £10,000 a go. A question mark 
icon conceals 'Incident Cards', 
which cost E200 a time and oper- 
ate rather like 1 Chance 1 cards in a 
game of Monopoly - money can 
be won or lost, transfers obtained 
and extra goal cards collected by 
buying a Git of luck (which isn't 
always good), 

tf things are going very badly, 
and the proverbial parrot looks so 
u nwel I that recovery is un likely , the 
game can be- abandoned by 
selecting the 'injured player' icon. 
There's also the facility to save a 
game to tape, via the tape icon, if 
building a career looks likely to 
span several long sessions. 

The icon in the centre of the con- 
trol screen - a football boot - leads 




WcilBrisn, fju3l stuck me boot out and there it was, in the back 
of Hie ne t! 



resented by the four English Divi- 
sions and an international Super 
League. Goal cards are more 
expensive in the higher Divisions, 
and as they are traded for shots at 
goal, the number of goal cards you 
can afford has a bearing on your 
performance as a player. 

The game is icon-driven from 
the main control menu. Accessing 
the globe icon reveals the perfor- 
mance of tine team that is paying 
your wages - the number of goals 
scored, the team's morale and 
progress in the various competi- 
tions are revealed. The footballer 
Icon leads to the report on the 
piayer's personal achievements: 
status points, the league played in 
and weekly earnings are shown on 
bar charts. A general rating rs also 
given which summarises the foot- 
baller's overall skill level. An Icon 
in the form of a scroll enables the 
pl ayer to attempt to gain a transfer, 
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to the football pitch. Selecting it 
reveals the player's financial 
reserves and offers the chance to 
buy further Goal Cards. The com- 
puter chooses the match to be 
played, and decides the number 
of shots at goal which the star will 
get if a Goal Card is cashed in - 
one, two or three shots are allowed 
and part of the strategy of the 
game lies in using the available 
Goal Cards to best effect. 

A mini arcade sequence follows 
in which the player gets to shoot at 
the goalmouth after positioning 
the ball. Sometimes a couple of 
defenders romp towards the baEI. 
and if a shot isn't taken before they 
tackle the opportunity is lost. The 
goalie does his best to save each 
shot, and once the attempts at 
goal are over the match ends and 
a teleprinter types up the result 
before control returns to the main 
icon screen. 



From time to time, random 
events (taken from the selection of 
incident cards) affect the player's 
career. As the would-be footbal- 
ling star improves his skills and 
earns more money, the financial 
impact of injuries and other misfor- 
tunes is increased - but appear- 
ance fees and racecourse win- 
nings increase too. 

Early in the game, the player has 
to choose an international side to 
play for, and once skill levels have 
been built up the star footballer is 
called upon to represent the cho- 
sen country In international 
friendltes - all useful goal-scoring 
opportunities that might influence 
the judges at the end of the yeari 

When the season ends, a report 
on progress is prepared end 
teams may be promoted or rele- 
gated Talented players may find a 
transfer deal . . . Finalry, the 
shortlist of candidates for the ulti- 
mate accolade is presented and 
the judges sit in decision . . 
Could you become Footbailer Of 
The Year? 



CRITICISM 



r 



Tills isn't a bad little game at 
all* Okay, so perhaps if won't 
appeal to your out-and-out 
arcade freak, but tt certainly 
Isn't dull Graphically there Is 
nothing here that is eyebrow- 
raising, hut all In all it's quite 
neat. Icons, charts and the like 
□re ell well drawn, and the 
arcade sequence is adequate. 
The sound Is dull - a tunette at 
Hie start and a few minimal 
effects are all you get. I don't see 
myself playing tills forever, but 
ml certainly keep me amused 
for a couple of lunchtimes. 11 



What a strange game gremlin 
have come up with here r / can't 
say that I've seen anything quite 
like it before, although it's simitar 
to Football Manager - without 
requiring the same thought (If you 
see what i mean), ft is easy to 



past the smart exterior of Footbal- 
ler Of Th e Year - if 's reafiyjust a fat 
of cute fittie sections, none of 
which are amazingly good or 
dominant My favourite section is 
when you get the chance to shoot 
Bt goat - but I soon found even this 
a Mie too easy. This is a nice idea 
but whether you'll find yoursetf 
ptaying it again and again is a diffe- 
rent matter - i found It started to 
get tedious after a while, " 



This game has some nice 
screens with colour used weil, 
especially on the menu. The foot- 
ball sequence is not very good - 
the goalie has not been animated 
very wetl and the defenders move 
in very bad diagonals. The arcade 
section doesn't require a lot of 
skill. There's a large element of 
chance as well as strategy, and 
skill is needed when it comes to 
juggling with ail the variables and 
coping with financial decisions. 
The presentation falls down a bit: 
screen messages sometimes flash 
up too quickly to read and the 
computer bleeps at odd times r 
Maybe this game will only appeal 
to the real footbaJi fanatic. " 



COMMENTS 



Control keys: Q left, W right, P up. 
Ldown. SPACE fire 
Joystick; Kempston, Cursor, 
Interface 2 

Use of colour: colourful icons, lit- 
tle elsewhere 
Graphics;: nothing special 
Sound: mediocre 
Skill levels: five 
Screens: seven 

General rating; Reasonably good 
fun, but a little too easy 



Presentation 63% 

Graphics 66% 

Playnbilfty 73% 

Addictive quaJfttes 67% 




The main tcon-cantrgilsd menu screen, where the c jmpflfgn 
to become FOOTBALLER OF THE YEAH begins tti tamest 




The Final Challenge 




Launching soon on: For mail order enquiries please write to: 

Spectrum £7.95 NMC Limited, PO Box 67 

Amstrad, Commodore tape £8.95 London SWU IBS 

Amstrad, Commodore disc £ 14.95 or call on 01-228 6730 




THE SUBSCRI 
QUEEN 

START THE NEW YEAR WITH A CRASH SUB- 
SCRIPTION AND COLLECT A COUPLE OF 
FIREBIRD GAMES OR A DUSTCOVER TO 
KEEP YOUR SPECTRUM SNUG AND COSY 



Guru Denise has been working the aid magic over the Christmas 
break - she*s been slaving away over her hot subscriptions compu- 
ter while you've been overdosing m Turkey and Mince Pies, She's 
invoked the power of the MYSTICAL SUBSCRIBER NUMBER 
once again, and it's back with a yeitgeance* 

Fancy getting your copies of CRASH before your friends who 
have to trudge down to the shops in all weathers? Well t buy a 
MYSTICAL SUBSCRIBER NUMBER for £15*00 and Guru D will 
make sure you get a copy of CRASH every month for twelve 
months. It* IJ come through the post tastefully wrapped in a 
polythene cover which bears your own PERSONA! IS ED Name 
and Address label, and it should save that tedious journey to the 
shops every four weeks. Beat your friends to reading CRASH! 
Amaze them by saying " I got MY copy of CRASH days ago" when 
they start telling you about the games we Ve reviewed in the latest 
issue. Save Shoeieather! 



And apart from the twelve consecutive copies of CRASH, Denist 
will also allow you to pick & couple of the FIREBIRD games that 
appear on these pages. She*]] ask Auntie Aggie to send them to you 
in their very own Jiffybag the moment she receives your order, 
Alternatively, you could opt for a heavy-duty black nylon dustcover 
to keep your computer snug, warm and safe from the ravages of 
dust, fallout and teastains. It's emblazoned with a tasteful CRASH 
Logo so everyone knows you read THE RIGHT M A (J AZ1NE! The 
c hoke is up to you. 

Don't forget, your MYSTICAL SUBSCRIBER NUMBER 
allows you to save money whenever yon order goods from CRASH 
Mail Order - . , A discount of 50p te given on any item not already 
subject to a special offer if you can quote a valid MYSTICAL 
SUBSCRIBER NUMBER on the CRASH Mail Order form. For 
instance, if you bought three games that cost more than £20 In total 
you'd be eligible for the the usual £L0D discount, plus an extra 
£1 .50 Subscriber's discount - making an overall saving of £2.501 
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HIVE 



_ p.^^Kftr SMASH In wMcb Y° u 

6S33a=£S 

00% Overall. 



THt BEST 
BEYOND 



HIVE 

Hie latest reteasa from FIRIBIRD, 
written by th* twain that brought 
you GYRQN. An atl-actlon game 
that uaas vector graphics and puts 
you in the cockpit of a Graft that *s 
flying through the labrynthlne cor- 
ridors of a hive of aiien creatures. 
Your mission: to destroy ttio alien 
Queen. Can you sunrivo? Reviewed 
in this very issue, HIVE collected an 
overall rating of 7B% 
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THE BEST OF 
BEYOND 

1Mb four-flam* compilation must 
rank as one of the moat powerful 
compend luma aver produced. Thrill 
to Hie icon-driven action m 
SHADOWFIRE, than tussli with the 
Big Bad 2off again In the sequel, 
ENIGMA FORCE. Mike Singleton's 
classic, DOOM DARK 's revenge 
also appears, supported by an 
audio version of the stoty. And law, 
but not least, you get SORDEROU^ 
\ SHADOW. Hours of entertainment 
Ilia ahead of you , 



HEARTLAND 

S m u F,R , EBlRD *W*mates, ODIN 
which plunges you into a book 
where conflict rages between the 
evtl demon Midas and the oood 

SS , C e fJ- th ' N^WortABaiup 
the baddies end collect pages of 

SSTtL!" 1 * blld .. on9 « * SMASH 
PSTn 25 tasua - HEART- 

LAND collected 92% overall. 



»TION 
AGAIN 




^(ojSS^f^f- Poda 



THE HAPPIEST 
DAYS OF YOUR 




Are you on* of the people 
mourning for Welly Week? 
Fret no mora - FIREBIRD 

K rammer Martin Sher- 
haa captured the spirit 
•fid style of the W«lly adven- 
tures in this ramp around a 
deserted school In which you 
aim to prove your 3 nn ocance. 
Innocence? The headmaster 
reckons you've been doing a 
btt of stealing ... A great 
game for puzzk-eoiwe and | 
mappers, rated 64% Overall. 





BOMBSCABE 

Nasty aliens have planted a 
massive bomb on . a sgJJ 
station that orbtta the P™* 

smithereens, A flhTuraor 
style game m rfM V^con- 
trol a bomb disposal droM 
that ejected 74% Overall. 



^^^^ 



OLU AMD USSA 

I platform leap ing , j, 



DEAR GURU DEMISE 

i*t you know what! went to do. 



ni'dllkavou toantarmy name Into your computer and allocate ma 
yS^^ALSSsCBIBiR NUMBER (or recharge my number, aa 

pKmim/doiU order for ClftjOO (£22.00 for European peopwj ro«w 
scriptlon to start from 



Issue No 

I nsaHse that you hereto receive this foim 
new subscription ia to start wWi Issue 38* 

nrmaheady an owner of- NTfSTlCAJ- SUBSCRIBER NUMBER and 
W* «™^eatthy. I'd still like to choose two games though, so I ve 

arder for payable to" Newaflald Publlcationa Lto . 
MySSvSnCAL SUBSCRIBER NUMBER 1$: 



-«■ * a ■'" 



NAME „ 



ADDRESS 



.-.I !■■—« 



.*1BMHP.-.-MMBI« — -« h, * w, »" 1 



^" 



4IP *IIM"i 



POSTCODE 



r-| would Hke to receive the following games tone from GROUP A, 
ind one from GROUP B): 



GROUP A 



mm ■■■■ 



■ rillllf" H*" 



GROUP B — ™^-™- 4 



Kd like a cosy black dustcover tor my computer emblazoned with 
CRASH logo in stunnlngWue. I've ringed the name of the 
computer I own In the Hat below: 

40K Rubber keyed 48K PLUS 12flK ***St* 



1 1inri nrstand that it would be siUy to try and cram, two cassettes or a 
dusSSSwoTho individually addressed polythene ^e^^c 
arcSSoanv fnv first copy of CRASH. I'll be looking out for the Jrffybag 
SSSSi m oamWffit should arrive within 2B 3ays of you reaving 
my order. 

This offer la aubjactto availability. Send the ©om- 

\wm mKsi , crash subscriptions, ro box 

10, LUDLOW, SHROPSHIRE, SYS 1DB 



PLEASE DEBIT MY VISA/ACCESS ACCOUNT C - 
I wish to pay by Visa/Access (delete as applicable} 



Signature 



Expiry Pate^ 




Please Ch arge My Account No; 

l_L 



Name 



T2 



Card HoWar's Address 
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Producer US Gold/Epyx 

Retail Price; £7.95 
Author: Ian Weatherbum 



Super Cycle is the game 
which gives you the chance 
to control a finely-tuned 
750cc racing machine. In fact you 
can have your own race track in 
you r front room > as epyx fi rial ly give 
Spectrum owners the opportunity 
to compete in the dangerous sport 
of open road racing without 
danger to life and limb. 

Choose which of the three levels 
you want to compete al and wait 
with bated breath for the flag to go 
down . . , and you're off. Change 
up through the gears until you 
reach top speed. Don't be misfed 
by the apparent ease of the first 
straight - bends appear out of 
no where 

The objective of the game is to 
race the course and complete it 
within a specified time limit, Falling 
off, crashing or having a blow-out 
wastes time, if the course is com- 
pleted within the time limit, then 
It's on to the next track. Fail, and 
the game is over and it's time to 
start again. 

The screen is spirt between a 
view of the race track and the 
instrument panel of the bike. The 
track shows the road 4 bits of scen- 
ery and the other competitors. The 
lower half of the display shows the 
speedometer, rev counter and 
gears. Three lights in the centre of 
ihs display show which gear 
you're currently in. Pushing for- 
ward on the joystick and pressing 
fire changes up a gear - reverse 
the process to change down. 

As in a real open road race, 
natural hazards have to be con- 
tended with. Other riders some- 
times get in your way - they must 



be avoided or gently bumped out 
of the way. In the later levels, ice, 
water, oil-slicks and even lamp 
posts provide obstacles which 
must be negotiated if you're to get 
back to the pits In one piece. Look 
out for bonus ftags which appear 
on the track, fluttering happily in 
the wind - hitting one bumps up 
the score. 

The courses don't follow a 
straight line: tortuous bends can 
take a rider by surprise, but to help 
out. road signs indicate which way 
the road is to turn next and it ' s then 
up to the rider to react in time to 
compensate tor the bend. 

A high-score table records the 
good scores of the day. Your 
rider's score is also displayed on 
the dashboard throughout the 
game, along with the time remain- 
ing until the end of the race. 

If you complete ail the courses 
on a skill level then a chequered 
flag appears against your score - 
no-one opens the champagne in 
your honour though . . . 





1 



• 11 1 was expecting a really 
good game from us gold here, 
as Super Cycte on the CS4 was 
absolutely brilliant, Unfortu- 
nately it has been badly con- 
verted and has lost out consid- 
erably- In normal racing games 
you can see the corners and 
bends coming up - in this 
there's an arrow on the side of 
the road so you know when to 
turn (tacky isn't it?). Ttie Mill- 
ion detection is abysmal - you 
cant go anywhere near the bar- 

'if you 



r 



Re* dy for the off, the f hre* biker* tin* up miano* ide each other 




VrrroaooQwml Round the comer at bremkneek speeds but 
Cam »4 going te hmve to fl» famter vt'f J to cm tch the twe Immder* 



time It right you can zoom 
straight through the other riders 
on the track without even 
w&bbl ing r I cou bdn't recommend 
this when there are old bike rac- 
ing games around at ttie 
moment for three quid that put it 
to shame. " 
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• "Although at first sight this 
might seem a wall designed game, 
it isn't The collision routines are a 
bit iffy, as are the controls: you can 
crash into an obstacle when you 
are nowhere near it r (and drive 
through other motorbikes) and the 
bike stops dead sometimes at the 
stari of each race. Most of the 
races are too easy by far, and the 
only way that you get killed is by 
falling asleep while playing- which 
could quits easily happen. This t$ 
not the best racing game that I've 
played, and definitely not the most 
realistic, It will sell well, but I don't 
think it is worth the money. 



race game ever written. The Spec- 
trum version is bad by compari- 
son. In its own right it is reasona- 
ble, but it's spoilt by lots of bugs 
(no gear change round corners, 
being able to wrap around the 
screen when cornering, and so on) 
and the fact that it is far too easy to 
play. On the OTHER verskan, you 
could get a very challenging game 
on the first level, and run the risk of 
getting knocked off. On the Spec- 
trum version, I made it easily {ahh, 
modesty!) through the first half- 
dozen levels (and more) without 
failing off once. As far as being 
sufficiently realistic to warrant 
insurance, as the ad van claims, 
then that is plainly rkJiculous, 
Overall, Super Cycle comes a long 
way behind the best Spectrum 
racer, and is no! a game I would 
recommend. "* 



COMMENTS 



Control keys; Z left, X right, D 
decelerate, R accelerate, 5 Fire 
Joystick: Kempston, Cursor, 
Interface 2 

Use of colour: only two colours on 
main part of screen, but good 
nevertheless 

Graphics: good, well-defined 
characters and some good 
backgrounds 

Sound: little more than engine 
noise 

Skill levels: three 
Screens: 8 scrolling tracks 
General rating: A disappointingly 
poor racing game 



• Bl Oh, wow. The Commodore 
version (oops, 1 was told not to 
mention that) is probably the best 



Presentation 82% 

Graphics 75% 

Payability 64% 

Addictive qualities 52% 

Value for money 61 % 

0veratl 
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Ha so, Let.' has discovered power of magic blinding flash* Hn 
reatly faying into them now 



Producer; The Edge 

Retail Price: £7.95 
Aut hor: Mike Lea man 

Shao-Lin 's Road is the official 
conversion of the arcade fol- 
low-up to Vie Ar Kung Fu. 
Yie Ar Kung Fu II has rating to do 
with komami s sequel to Vie Ar 
Kung Fu. 

Yie Ar Kung Fir's hero - Lee - 
has finally mastered the not- so- 
subtle art of Chin's Shao-Lin*. 
Having completed his studies, he 
has left totmvel the world in search 
of adventure. And what an adven- 
ture he has found! Trapped within 
a temple crammed full of hostile 
warriors called Triads, hit thanks 
his shun ken stars that he took the 
time to perfect his martial art. 
otherwise he really would be in 
deep trouble. Using the skills he 
has learned over the years, Lee 
kicks and cast spells to rid the 
temple of his enemies. Only when 
this task is completed can he leave 
the temple and continue his jour 
ney. 

The Temple contains platforms 
along which Lee's opponents 
scamper, doing their best to dis- 
pose of the intruder. Lee springs 
from platform to platform deliver- 
ing his punches and kicks, con- 
demning his foes to oblivion. A 
damage meter at the top of the 
screen keeps track of the blows 
that Lee takes, flicking from one 1 
to 'two 1 , then to 'three 1 and finally 
to 'out'. Being counted "out 1 costs 
our hero one of his three lives. 

Apart from being a hit of an 
expert wrth the old Chin s Shao- 
Lin F , Lee can also summon magic 
to help him against the enemy, A 
magic ball rises from the dead 
bodies of Lee's vanquished oppo- 
nents - if he manages to catch a 
ball, Lee temporarily m 



magical powers and can use it as 
a weapon for a while. Magic balls 
have different uses - for instance 
large balls can be rolled along and 
flu ng out li ke a yo-yo to tumble the 
Triads, knocking them off the plat- 
forms to their deaths, while flying 
balls of fire can be shot out along 
the platform, killing large numbers 
of the opposition. 

Most of the Triads can be 
despatched with one kick or hit P 
but on each level there is one Triad 
who is super mean. Mere hits and 
kicks have no effect on this guy (or 
even gal m some of the later 
levels!), Lee has to wait until he is 
imbued with suitable magic pow- 
ers before he can kill off the super 
baddies. When Lee manages to kill 
a Super Triad a large bonus is 
earned. 

Ordinary Triads sent to their 
doom are worth 200 points apiece, 
and destroying other objects (such 
as large vases and odd skimmers) 
also adds to Lee's score. In true 
arcade style the player's score and 
the current high- score are dis- 
played at the top of the screen. 




• " It this is the follow up to Yie Ar 
Kung Fu. then whaii$Y\e Ar Kung 
Fu II the follow up to? As with al! of 
the edge's products, the graphics 
are the first thtngs that strike you r 
The characters are reasonably 
sized and instantly recognisable. 
TTie backgrounds are very well 
drawn, although I thought the sec- 
ond stage colour scheme could 
have been better. One minor quib- 
bfe is that when you finish you ha ve 
to re-select your control method. 
Despite this, f found Shao-Un s 
Road to be a very playable follow 
up, and I'm sure ft should please 
bash and thump ' fans. " 



• 11 This is very like Kai Temple, 
but the main difference is that you 
can almost enjoy playing this one. 
The graphics are okay^sh}. and the 
title tune is passable. However, as 
far as play ability is concerned it's 
a wee bit iffy. From what I've seen 



the original version wasn't much 
better, but then that's the choice 
of the GDoe. i didn't find this game 
very playable or vary addictive. M 

MKE 



COMMENTS 



f 



Control keys: definable: up h 
down, left, right, fire 
Joystick: Kempston, Interface 2 
Use of col our: lots of colour clash 
Graphic*: some good detail 
Sound: oriental tune at the begin- 
ning and spot effects throughout 
Skill levels 
Screens: five 

General rating: Official follow up 
it may be, but this has turned out 
to be a disappointing sequel to Vfe 
Ar Kung Fu 



Presentation 


77% 


Graphics 


69% 


Play ability * 


68% 


Addictive qualities 


67% 


! Value for money 


66% 


Overall 


67% 



Lee put oriental boot in to holtibie oppositional the start af 



• LJ Shao-Lin's Road is yet 
another arcade conversion that 
has gone slightly wrong. Okay, 
so I didn't really like the arcade 
version, but this does it no jus- 
tice at all, The graphics leave a 
lot to be desired: the characters 
are badly drawn and they lend 
to Jerk around the screen. Also, 
the backgrounds are a bit com- 
plex, causing quite a mess when 
the characters move around. 
The sound isnt at all bad - 
there's a lovely tune on the title 
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YIE AR KUNQ FU II | 



Producer: Imagine 

Retail Price: £7.95 
Author: Julian Horn 

ft Jftl hen MAQim bought the 
Licences for a collection 
W W of KOKAiAi games, they 
acquired rights to some MSX titles 
which haven't appeared in the 
arcades, including Yie Ar Kung Fu 

The story follows on from where 
Yie Ar Kung Fu left off. It is twenty 
years since Lee (the original hero} 
managed to almost wipe out the 
Chop Suey Gang. But as fate 
would have it. one member sur- 
vived and managed to re-build the 
empire of evil. This villain now calls 
himself Yie Gah Emperor, and sur- 
rounded by his seven warlords 
and their retainers, he has spread 
his evil ways throughout China. 
Following in the great family tradi- 
tion, Lee's son - aptly named Lee 
Young - has vowed to overcome 
the last member of this nasty gang, 
and to wipe out everything that Yie 
Gah Emperor has created. 

Lee's father has taught him well 
in ihe art of Kung Fu. Lee Young 
can perform all manner of moves 
against Ns opponents, including 
high and low kicks. He can also 
move right or left and j ump or due k 
if necessary, and hurl weapons 
collected during his adventure. 

Lee Young also has a few triefcs 
up his sleeve to add to his reper- 
toire of Kung Fu moves. When he 
destroys a complete formation of 
midget attackers he is awarded a 
tea leaf. Five ot these tea leaves 
are enough to make a cup of GO™ 
LongTea r which injects Lee Young 
with a new supply of energy, and 
up to three cups of OO-Long tea 
can be made and drunk in one 
game. 

Another useful pick-me-up is 
Lee s Chow Main NoodJe Power. 
After disposing of an opponent, 
Lee can hunt for a bowl of Chow 



Metn. Having eaten, Lee becomes 
temporarily invincible (the border 
turns blue to indicate this, and 
returns to its original colour when 
the effects have worn off}. 

Lee Young must fight his way 
past eight of the Yie Gah 
Emperors attendants, A three- 
screen attack wave of midget nas- 
ties precedes a screen containing 
an Evil Warlord who has to be 
defeated in un-armed combat 
before the next section can be 
attempted. Two bars at the top of 
the screen are used to display the 
combatants' energy reserves, or 
Ki. Ki is reduced when a blow or 
weapon hits home and if the Ki- 
meter reaches zero Lee Young 
loses one of his three lives - extra 
lives are awarded at 20,000 and 
50,000 points, 

The game can be played by one 
or two players. In one-player mode 

£u compete against the compu- 
\ which assumes the roles of the 
Warlords. In competition with a 
human opponent* you have to 
decide who is to control Lee 
Young and who is going to fight 
with the Warlords before starting a 
three-bout contest. 
Anyone for a cup of tea? 



CRITICISM 



I 



• " Wear Kung Fulll&m* worst 
beat "em up that I've seen In 
ages. Many people will buy it for 
its name, but the game behind 
the name isn't up to much. Ttie 
gameplay is estremely tiresome 
and easy - tf you can'l get round 
alt the levels on your first couple 
of goes then Tm afraid it's back 
to the Gam ^school for you! The 
graphics ere poor: badly ani- 
mated characters and boring 
backdrops are all you get. There 
is nothing here that I'd pay 



Lee Young gets ta grip* with the Evil Warlord lurking on Stmge 
1 0 of YIE Aft KUNG FU II 



SCORE 
58700 



HI-SCORE 
56700 



5TRGE 
10 



LfiN-FRNG 



LEE-Y 





money for* Buy *t In haste and 
regret at your leisure! " 

BEM 

• u This doesn't deserve to be 
imagine follow-up to Yie Ar Kung 
Fu The first game was a chal- 
lenge, but this is very boring and 
easy to play. It's too easy to get 
through end involves no thought 
at aii On my first game t got 
straiaht through to level W without 
any hassle from any of the bad- 
dies* The main character's anima- 
tion is very good, but it seems a bit 
wasted as there isnt much efse 
happening. The use Of colour ts 
quite good and the backgrounds 
add a touch of depth on some 
fevefs. But alas, good colour does 
not make a good game -putt your- 
self together imagine. " 



not? At the usual imagine pri ce, this 
is very poor value for money. Kfot a 
game I would recommend espe- 
cially to people who expected a 
good follow up. 1P 




# M Yawn! This game is severely 
boring, I ctocked the scoreline on 
my first attempt. I mean, the origi- 
nal was easy, but this is taking 
things too far. It strikes me that t he 
game does not have an accepta- 
ble le <el of difficulty if I'm able to 
complete something ridiculous 
like 17 stages at a first attempt. If 
imagine have had this play-tested, 
then there's something seriously 
wrong with their team; if not - why 



Control keys: Player One - U up h 
M down, K right; H left, L fire; 
Player Two - W up. X down, D 
right, A left. F fire; P pause. ENTER 
re-start 

Joystick; Kempston. Cursor, 
Interface 2 

Use of colour: un-subtle 
Graphics: poor characters and 
scenery, lob of flicker 
Sound: occasional spot effects 
Skill levels: one 
Screens: 32 

General rating: A mediocre 
attempt at rekindling the beat am 
up flame 



Presentation 


72% 


Graphics 


66% 


Payability 


57% 


Addictive qualities 


46% 


Value for money 


46% 


Overall 


48% 




FDOTB&U. MHg&GEMENT 

;„SKILL...TACTtCS.„D£a$tO^^ 

E & J Software offer 3 CLASSIC FodfaeM Manage- 
ment Slralegy Games lor all socce* enlhusiaj5<&. 
Each of these QUALITY GAMES uses Ihe lu» 
avuiLabl* memor> of your computof and 15 
PACKED with GENUINE FEATURES to maxe 
each game the most REALISTIC or its k*na\ 

PREMIER 11 . A COMPREHENSIVE AND EXCITING LEAGUE GAME - Can yew tiandle 
all c/\ 1his? Play All Teams Home & Away. FuN Sq.-ian Detail All Teams, Transfer Marvel 
that aflows you to buy any player m league sell your players Id any other Mm. Pia-Malch 
Fteport. FuH Team and Substitute Selection, Choose Vour Own Teajn Style, All Qtner Teams 
have their own Style, Match Injunes, Maitn SuDStrtutKJn*. Half Time/Full Time Scan?* AH 
Matches, Named fi. Recorded Goal Sco**rs, Full League TaJdle, Fudure L*sl. Team Morale I all 
teams). Transit Demands, Opposition Select Tnefr Strongest Team, ln|ury Time. Financial 
FVohlema, Malcn Attendances, Bank Loans. 7 SM*W Legate, Managers Salary. Change 
PlayerTaam Namaa r Continuing Seasons. JuC OhfifS or Dismissal based on your perlrjrm- 
ance, Printer Opbon. Savu Go-* onrl wOHf ' 

EUROPEAN II : A SUPEFIB EUROPEAN STYLE COMPETITION - Eiwy the atmos- 
phere ol European Cup Ties! - HoflW & Away Legs.. Full Squad bsling, Full Pe-nahy Shoot- 
out (with SUDDE N I I " 1 h . 2 Subsides A; lowed Pre-Malcn Taam News, Full Team And 
Substitute Selection, Away Goats Courtf Double, Extra Time. Half Time & Fulr Ttma Scores All 
Ties. 7 Skill Levels, Dtsciplmary Table ^showing any MATCH BAMS). Full Resets List, Full 
Random Draw All FlOunds, PfifHef Oplion Change Player-Team Names, Save Game, 
EUROPEAN II includes a romprenensiwa Text Match Sumulalion with these GREAT FEA- 
TURES - Match Timer, Named L Recorded Goal Store**. Comefl, Free Kick*. Goal Times 
Injuries, Bookings, Disallowed Goals, Injury Time, PflrAaRiss. Sending Off and MOflE' 

* SPECIAL FEATURE - transfer your PREMIER II winning Stfe mid EUROPEAN | + 
Bom mas* GREAT games can be pWed ieparaleiyor as companion games i SPECIAL 
TW IN PACK AVAILABLE? 

WORLD CHAMPIONS ; A COMPLETE AMD EXCITING WCRLO CUP SIMULATION 
Tafces you from In* Tirst warm up Inendlies mrpugh the qualifying stages and on to THE 
FINALS' - Seled Team From Squad at 25 Players, Select FnencPy Matches. Full Home * 
Away Furfures in Qualifying Round, Pre-Matth Team News. 7 SufcalHules Allowed, Discipli- 
nary Tabta. Select Tour Opponenls, Full League Taole. Players gain eapenence caps as 
competrtion progresses, EJrtra T^ne. Penally Sngot-Qyl. Quarter Final Group, Full Random 
Draw, Change Ployei Tuflff. nAmes 1 fiKH« Levels. Prwrter Option, Save Game, FuH Resulls 
L ^ WatcM Injury Report. WORLD CHAMPIONS Includes a co«»prehensive 1e/f match 
simulation Goal Times. Bookings, Injures, Named Recorded Gael Srarefs. Injury Tima. 
Malch CiOCk, Send*>g 0*t, Penalties, Corners, Free K*cks, and MORE 1 

All pm Hvallitrie for ANY 48K SPECTRUM 

Games sypplled on tape with lull instructions (a 

Each Inc PftP (add El .00 outside U K.) 
Great value - Any 2 Game* Deduct £2.00 
FANTASTIC VALUE - AN 3 Games Deduct C3.U0 

TrwM games are aval labia bv MAIL ORDER ONLY 
via our First Class Service. All are available for 
MMEDlATE DESPATCH t>y 1st Cless Po*1 
and are securely packed, 

From : E a J SOFTWARE, Hoom 3 . 37 WeetmOOr Road, EHFH ELD, 
Middlesex EM3 7LE 
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Producer: US Gold 

Retail Price: £8.95 
Author: Ml 



iivbt wanted to be a stunt 
ipJIot? Well here's your 
chance, courtesy of mictop- 
- the simulator specialist*. 
Up 'til now. the company's efforts 
have been confined to the Com- 
modore, but at last - starting with 
Aerojet - they've begun the pro- 
cess of converting their titles to the 
Spectrum. 

Aerojet contains ten events 
which can be played by one to four 
players, and these involve flying a 
BD5J Aerojet around, through, 
under and over a series of obsta- 
cles. There is also a design-it- 
yourseff section, where two or 
more opponents can design 
courses and tasks for each other, 
and then judge each other's per- 
formances. 

"me first event, THE PYLON 
RACE, consists of racing around 
four pylons as quickly as possible, 
and then executing a successful 
landing. Event two is a SLALOM 
race which involves the same four 
pylons, this time flown in a figure 
eight'. The next event fcs the RIB- 
BON CUT where you use the plane 
to break two ribbons suspended 
at 150 feet. After that comes the 
INVERTED FHBBON CUT - the 
same stunt flown with the plane 
inverted. Event five Is the RIBBON 
ROLL: two ribbons are suspended 
in a row - the aim is to fly under 
one and then executes a complete 
roll before going under the next 
ribbon. That is followed by the 
UNDER RIBBON RACE: this Is a 
slalom course where three ribbons 
have to be ftown under in sequ- 
ence. The seventh event is an 
UNDER RIBBON LOOP: the plane 
goes under the ribbon, performs a 
loop, passes over the ribbon 
inverted, and then descends the 
b ack half of the loop to pass under 



the ribbon again. The ne*t event 
practices SPOT LANDSNGS: the 
pilot flies up to 2,000 feet, and then 
lands on the runway as dose as 
possible to a marked spot. This is 
followed by FLAME-OUT LAND- 
INGS, which is a simiiar stunt, per- 
formed without the use of engrnes, 
Finally there's the fancy CUBAN! 
EIGHT: this consists of a half- loop 
over one ribbon, followed by a 
half-roil, and another half- loop to 
go under another ribbon before 
finally finishing with another half- 
roll to go under the first ribbon 
once more. 

At the beginning, a pilot can 
decide on how severe the weather 
is going to be, and what perfor- 
mance he Is likely to get from his 
jet. Sluggish performance is help- 
ful to beginners, but for the experi- 
enced pilot, real-time perfor- 
mance helps with some of the tric- 
kier stunts. 

The screen ghves a 'behind the 
plane' view of the Aerojet. This 
shows the jet's bank and climb, as 
well as giving some indication of 
height by use of a shadow, The 
view can be switched to the sides 
or the rear - useful for lining up the 
Jet with the runway, or for checking 
that an obstacle has been passed. 

An instrument panel below the 
main view contains a series of 
read-outs, A compass gives your 
heading while an altimeter and 
vertical velocity indicator indicate 
height and show whether the jet is 
going up or down. A display shows 
the event which the jet is perforrn- 
ing and reveals the obstacles to be 
negotiated and the jefs position. 
An artificial horizon gives the pilot 
an idea of his attitude, and indi- 
cators monitor the status of wheel 
brakes, air brakes and the under- 
carriage as well as revealing the 
amount of flaps in use. 

The throttie has settings bet- 
ween 55 and 110 per cent thrust. 
Engine power above 95 per cent 



Banking aver the runway* it lookm 09 if Ace t mn&pmrson 
Cameron Pound {* about to atalt hit pfan& 




in thv ribbon-cut went a cramh to Imminent 



causes the engine to overheat. 
The engfnes fail if they run above 
650 degrees for too long, or break 
down immediately if the tempera- 
ture rises above 700 degrees. 



CRITICISM 



W 



• 11 1 can't really say that Aerojet 
appeals to me; then again flight 
simulations usually don't unless 
there is a good bit of blasting 
Involved, The game Is techni- 
cally quite good - the plane is 
vary manoeuvrable, &o It Is quite 
easy to complete the first couple 
of events (once you've weded 
through the huge Instruction 
page}. The graphics are quite a 
step forward for a flight 
simulator - you can actually see 
your plane on screen. This is 
very good as simulators go, but 
rd only recommend it if you are 
well into this sort of game. " 



• " I loved Aerojet from the first 
time that t picked up the joystick. 
The graphics are fairly simple wire- 
frame objects, but the way that 
they react to the realistic move- 
ments of your plane is very impres- 




sive. The BDSJ Aerojet performs 
beautifully, and is very responsive 
to frantic joystick movements - as 
when trying to putt out of loops 
without hitting the ground. The 
menu options are easy to use and 
well presented I to ved Aerojet and 
found it very addictive, although as 
people seem to be wary of flight 
simulators t feel that it may not get 
the success it deserves. 



9 " Aerojet is a very good 
simuiator. Maybe it doesn't reek of 
accuracy; but it sure is playable! 
Some (indeed most!) of this type of 
game are very boring and unrealis- 
tic - or ridiculously accurate and 
very unplayable. Aerojet has a 
reasonable share of both type's 
problems and advantages. The 
graphics are quite good, and the 
rear view gives a nicer sense of 
flight than trie norma* cockpit view. 
It sounds daft, but there you are! 
The amount and variety of tasks 
makes this most addictive. 
Despite not being very original, 
Aerojet is one of the best flight 
simulators so far. M 



COMMENTS 



Control keys: 6 teft, 7 right, 8 
down, 9 up, 0 fire, Q decrease 
thrust, with a range of individual 
keys used to access other func- 
tions 

Joystick: Interface 2 
Use of colour: excellent 
Graphics: good Sound: minimal 
Skill levels: four 
Screens: ten events 
General rating: An entertaining 
flight simulator, competently pro- 
duced 



Presentation 83% 

Graphics 74% 

Payability 82% 

Addictive qualities 83 % 

Value for money 79% 

Owrall 83% 



Now you can experience 
the World's Greatest Snorting Challenge. 
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"Now Epvx bring vou their most outstanding sports 
simulation to date - World Games, featuring eight 
exciting new events from around the world to test your 
joystick mettle to the full " Zzap64 
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Commodore 64/128 £9*99 caw. £14.99 dtait 
Spectrum 48K 

Amstrad . 



£8.99 



cass. 



£14.99 diak 



Atari ST 



£24.95 disk 



U.S. Gnld Limited 
2 SHolfordMtay 
Holford 

Birmingham BR 7AX 
Telephone: 
021-358 3388 




EDYX 



SCREENS 145 SEEN QN COMMODCJrTE E4 
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Spectrum & Amstrad 
available November 20th 

Commodore 64 
available January 20th 
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CBM 

Spectrum 48K 
Atari, Amstrad 

Coming soon on MSX 

Can tnglenr aggression and mmdtassdesinjclion ever 
&ejuS&f«dinltw name ol peace Thar st?^ 
enigma, the TRAP rn wtiKft you are id be 
placed as you ewgeMfly defend your 
planet, ytur people Iran- a once peaceful ally. 

To demonstrate lhBfeacton? and skills da 
iegendarv space fcjnier or lo snow the 
•genius of a matter strategic will no: be 

needs 10 peloid, until rt ts 
mated. ^ Mil nerartae 
ablEtonjsiifipeecG 





Alligata Software Ltd., 1 Orange Street, Sheffield S1 4DW. Tel: (0742) 755796 



Another year begins. Quite naturally, people's minds turn to wonder- 
ing what it will bring - and the letters I received for this month's 
FORUM reflected this speculation. I'm hoping for better games, a 
rise, and a more impressive crop of runner beans. I might be able to 
do something about the beans . . . 



TIE-INS LEAD TO STRANGULATION? 



Dear Lloyd 

Recently the software Industry has 
got itself into a tight spot. Realising 
the difficulty of producing original 
games, people have decided to 
program games based on films r 
which are often very poor. Still 
more of the games we buy today 
are arcade conversions. These 
games are being made faster than 
new arcade machines, 30 the 
tlcence fees will go up r leaving less 
money to spend on developing the 
game- Companies which don't get 
the rights will decide they'll do 
another version, and produce a 
similar game. Where does this 
leave us? in a position where most 
of the boxes on tha shelves con- 
tain arcade games, fiim$ r comics 
and so on. 

Looking away from all the 
Djamour, you see a different box. 
You don't recognise the title. Oh 
well, better look in CRASH. Sur- 
prise surprise! Mi's actually diffe- 
rent, and K shows! Effort has been 
spent on the game, by a program- 
mer/team who thought of the idea , 



and they have produced an excel- 
lent game in a different mould . This 
type Of product will nearly always 
come from a smaller company. 

Having said this, all the sales are 
in the ' seen the film, read the book, 
heard the music 1 games and the 
software houses will pursue this 
field. 

The original games always 
come from the smaller compan ies< 
who do their level best to bring out 
a game which is different. If more 
different games and leas film 
games were brought out, the con- 
sumer would probably change his 
attitude. 

Stephen Cluck, Nunthorpe, 
Middlesbrough 

Roy Gib»fiof canvas is also 
annoyed by licence deals that take 
money away from the program- 
ming budget - his views were 
reported in the feature on denton 
designs in the Christmas Special. 

Without doubt there have b&en 
a significant number of poor 
games hiding behind famous 



names - and quite a few aire 
reviewed Wis issua. But the fact 
remains that a fot of people DO buy 
tie-ins, end as far as the software 
publishers are concerned, spend- 
ing money on a licence works. 
Safes are boosted, and if it s an 
arcade conversion thought 
doesn't have to go into designing 
a game and scenario, 

Smaller companies, who 
perhaps cant afford the level of 
investment required to enter the 
licensing arena, are stili producing 
original games, Fortunately 
there's no shortage of program- 
ming talent for them to draw on, 
Generally, if the first consideration 
in a software publisher's mind ts 
the game, the end product is much 
better. 

And not all tie-ins are rubbish - 
Top Gun for instance, the prog- 
rammers behind Cobra also did an 
excellent job* There's nothing 
wrong with adding value toagarpe 
by acquiring a licence, providing 
that's the way you go about rt r Sel- 
ling a licence on the inlay and box 
and 'giving away' a game must, 
ultimately* harm the industry. 

For your well- placed advice to 
software houses, I've decided to 
award you this month's £20 of 
software. 



POKEs DEBATE 
CONTINUES 

Dear Lloyd 

After reading Mark Langley's let- 
ter (Issue 35) in which he defends 
the publishing of POKES, I fee! I 
must contribute to this debate 

This first argument was that if 
we didn't print POKES Hannah 
Smith wouldn't have a job- Well, if 
we didn't shoot people gun-mak- 
ers would be out of a job but that 
doesn't make it right 

When a quality game is written, 
the programmer tries to stnke a 
balance between the game being 
too easy or too difficult to com- 
plete. This means that the player 
must come across stages in the 
game when it appears impossible 
{or at least nearly impossible) to 
progress any further- It is at times 
like this when the 'Jerk 1 Mark refers 
to who has just bought a new 
game, will be tempted to use the 
POKE he noticed in CRASH, It Is 
not until he has used the POKE 



that he realises the game has 
become too easy and his money 
has been wasted. 

AJso spare a thought for the 
programmer whose game has 
been ruined by a POKE because it 
is no longer being played the way 
he wanted it to be, ! r m sure prog- 
rammers care about such things. 

I can see that some people 
might spend ages stuck in the 
same position in a game, and I 
think gameplay tips are accepta- 
ble in this case because they can 
get someone going again without 
altering the physics of the prog- 
ram, However, I do not think you 
should print any POKEs in your 
magazine just to sell a few more 
copies, Completing a game your- 
self beats cheating any day. 
Richard Yandall, Lichfield, 
Staffs 

I'm sorry Richard, but iVs up to the 
individual to decide whether ornof 
to use a POKE that is punted. I 
doubt that programmers are all 
that upset by the POKEs we print 
- maybe a programmer or two 
would iike to voice opinion? 

LM 



TAKEN TO THE LIMIT? 



Dear Lloyd 

Surely now ihe Spectrum has 
reached its limits. What advances 
ha^e been made over the last nine 
months or so? The best games 
then were Tau Celt. Zoids and 
Dynamite- Dan, atong with 
Sweevos World. Now what are 
they? 

Ltghtfprce, Dan Dare and Dyna- 
mite Dan It7 Virtually nothing has 
developed in the graphics depart - 
merit. Sure, the colour in Light- 
force is lernfic, bul doesn't it slow 
thegameptay down a teeny weeny 
bit. Dan Dare also has great 
graphics, but so do Dynamite Dan 
and, Monty on the Run, and 
they're well over a year g4d. 

The sound has also improved a 



little bit. Back in late 'B5 early "86 
The besl music belonged in my 
opinion lo Starquakeand good old 
Dynamite Dan. Now thai accolade 
belongs to Pmg Pong, but not by 
much. 

John Logue, Huddersfleld, West 
Yorks 

/ wonder if you will feel the same al 
the end of 1$BT f John. I hope not 
There's pienty of room ieft for 
\mprovement in game aesign and 
although the limits of the Spec- 
trum ought to be finite, some prog 
rammers seem to manage to push 
the limits that little bit further wtth 
each successive game. 



CHRISTMAS 
CHEER 

Dear Lloyd 

Fantastic, informative* nostalgic, 
colourful, jolly, professional, lively 
and compulsive. What am I talking 
about? Oh yes, the CRASH Christ- 
mas Special. Far two quid, you 
can't get anything near as good. I 
still haven't finished reading it. 
Your LOOKBACK ON 1986 and 
the TECH NICHE special on little 
red boxes, were particularly good. 
A few bum notes though - for 
instance the guhell (Deep Sfrflffl) 
competition: one picture was up- 
side down (a bit loo much Christ - 
mas Spin! up in Art! expect) and 
the CRASH readers awards - why 
should we put ZZAP! Readers 
Awards on the envelope? 
Jason Pritcharri, Belper, Derby- 
shire 

PPS Antidisestablishmen- 
lananism - stick that in LMLWD1! 

Glad you liked it Jason, Art has 
been chastised, it already fs 

LM 
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NICE GRAPHICS, 

SHAME ABOUT THE GAME 



Dear Lloyd 

I have just read FOFtUM in the 
Christmas Special rssue of 
CRASH and decided finally to put 
smith -corona Enterprise keys to 
paper. 

I read the letter criticising the 
CRASH reviews with interest, and 
I wish to present my point of view 
It seems to me lhal for a game to 
achieve the much sought after 
status of CRASH Smash there just 
have to be signs ol effort from the 
programmer, such as nice 
graphrcs, attention to detail in the 
graphics or plot or accuracy of 
rules m a simulation. Although 
these qualities may bp desirable in 
a game, surely it is the contents of 
the plot and the gameplay that are 
more important. I would tend to 
agree with N C lemons that a large 
number of Smashes are nDl worth 
the ratings and the hard-earned 
scarce commodity called money 
that we spend on them. 

This is because after the initial 
effect created by the nice scenario 
and the stunning or original 
graphics has worn off and the 
humour has worn dry, the aclual 
game that you play is very boring 
and unoriginal. 

I think thai you will find that 
games such as Football Manager, 
despite the slick graphics and the 
slow basic programming 
techniques used, the lack of atten- 
tion to detail and the complete 
absence of any form of humour at 
all. are still played and enjoyed by 
many today. This is because the 
idea is fun and the game is 
immensely addictive. I have never 
played Head Coach before, but if 
it is anything 1*ke as addictive as 



Football Manager it should get a 
favourable review, despite the 
inaccuracy in the rules and poor 
graphics. 

Most CRASH Smashes today 
□re severe cases of 'Nice 
graphics, shame about the game', 
particularly the 3D games which, 
since Kntght Lore have never really 
broken any new ground and have 
all been very dull and boring 
despite the vast variety ol plots 
and scenarios and initially different 
graphics. What we need are 
games that will not become boring 
once you have completed them. 
Games that have satisfied this 
requirement have been Football 
Manager, the Midnight duo, and of 
the sports simulation* I have 
enjoyed Match Day m particular 
Starquake holds the title of the 
most compelling arcade adven- 
ture on the market. 

But that is not all lhal I can gripe 
about. I would aiso like to comp- 
lain about the other ratings, as well 
as Ihe overall. Why are they always 
consistently similar"? Take Ghosts 
"n " Goblins tor example. All of the 
ratings were within 7% of each 
other. This is the case for most 
reviews, but what really annoyed 
me was the 92% for graphics. It 
not really deserve more than 
about 75% in this department 
When you compare the graphics 
to many others around, they are 
certainly not amongst the best. In 
a system where the overall is not 
an average of the olher marks 
there is no excuse for this. 

If a game deserves 70% for 
graphics, 80% for getting started 
or 75% for value for money whilst 
getting 96% overall, then the 



SOUNDING OFF 



Dear Lloyd 

I do not know about you , bu t I think 
I am not alone when 1 say I am sick 
and tired of hearing 'Oh I really like 
G&unttet in the arcade*. I think it is 
rather sinister, in fact, that in many 
polls taken in computer 
magazines, one of the more 
automatic questions like What's 
your favourite TV programme' is 
often replaced with she question . 
'What's your favourite Arcade 
game 1 , and I'll name names: 
YOUR 3INCUUR September 
issue, feature on arcade conver- 
sions; YS January issue/Christ- 
mas special: Questions asked lo 
people at the October Microfair 
("Oh, I 'ike going down the arcade 
and I like playing Gauntlet and so 
on/) 

I think you will find it disturbing 
that a percentage of all these 
people may be the sort who stay in 
the Arcade whenever they can 
(usually they say: 'Well there's 
noth mg better to do is there?') It is 
rather pathetic that some young 
people can find nothing else to do, 

If they spend so much time at 
the ' arcade down the road', you 
may wonder where they gel all 
their money from. Ill ieave it up to 
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you to make your own conclusion 
to this . . 

if they are addicted to arcade 
games, then you can bet they will 
also be addicted to the much more 
sinister side ot the Amusement 
Arcade, that is the flashing lights 
and bleeps of the Fruit Machine. I 
think magazines should do every - 
thing; they can do against the 
scourge of the arcades, and its 
addicts. 

I am sure that the reason for this 
'Growth' is the arrival of the 
Arcade Conversion, Many other 
people will join me Saying that 
most arcade games are very bad 
Indeed, and make no contribution 
to the advances of games tech nol- 
ogy whatsoever (two off the top of 
my head are Kung-Fu Master and 
Dragons Lair). 

Apart from the quality of some 
of the cute conversions, hardFy 
any arcade conversions are any 
good . M ost of the best game ideas 
for the Spectrum are made up by 
software houses and their games 
designers, not giant corporations, 
who do not have limits of 46K 
RAM, 7 colours and sad sound. 
Probacy the befit games for a long 
time have been produced by a 



reviewers should award the marks 
that the game deserves. Despite 
these criticisms I still believe that 
the CRASH reviews, if not the 
reviewers, are the best of any 
magazine on the market. Keep up 
the good work. 

Jonathan Brook er. High gate, 
London 



REVIEWS 
RIGHT!(ish) 

Heh' Lloyd 

L am writing in response to the 
Nick demons' letter in Issue 36 
ol the not-so-Chnstmassy edition 
of this magazine. I completely dis- 
agree wilh him in respect to your 
reviews always being wrong. 

Obviously some people won't 
like some games, but that is the 
reason why there are three com- 
mentators who can express their 
own opinion on a game, thus pro- 
viding the reader with three drffa- 
rent opinions. 

While we're on the subject of the 
Nick Clemons letter, I do think a 
huge mistake was made on 
Smashing Winter Games, which 
was unattractive and very boring. 
Otherwise the reviews are good 
and I compliment ihe team. 
Paul Wicks, Reading, Berks 

Elsewhere tn this FORUM Mr de- 
mons gels the chance to refine hts 
dfgumenf - tt appears ft was the 
rewewprs rip was atrntng his attack 
a;, not the reviews themselves. 

LM 



company that has avoided 
licences - telecomswt. Look at 
Elite, and more recently, the stun- 
ning Star Glider. 

Reviews of the better arcade 
conversions onty serve to encour- 
age gamblers and addicts. By far 
the worst culprit is C&VG, with its 
almost grotesque portrayal/ 
glamorising of arcade games, in a 
special arcade game review sec- 
tion. 

Just as a footnote, I think I am 
right in saying the average reader 
age of magazines such as CRASH 
and C&VG is 14/15. Magazines 
like C&VG conveniently forget 
that, except in seaside arcades, it 
is illegal for anyone under 16 to go 
into an arcade. I think you will 
agree that arcade addiction 
should not be encouraged any- 
where, whether in your new young 
peoples' magazine or in any 
grown-up s magazine or pubiica- 
tion. However, coverage of arcade 
games only appears in magazines 
with readers of 14 ex 15 or 
younger. 

Tom Evans p London 

Walk what do other readers feet 
about the influence ot the arcades 
on the Youth of Today'? 

LM 



SOUNDING OFF 

Dear Lloyd 

I've got something to say which 
has been on my mind for some 
time now. There are so many 
games released which are very 
good. Only one thing often lacks: 
the sound, "What would you 
expect from a 48K Spectrum?', I 
hear you say. 

Well if there are tunes like those 
from Ping Pong, and \fectron to 
name but two, why can't every 
game have such good tunes? 

One moment software houses 
make excellent tunes, the other 
moment it's a lot of crap. Why 
can't they keep up their music* 
Standard? I own a 1 2BK and I can t 
make tunes like Ping Pong even 
with my sound chip, 

And where are the Games 
Music' packages for the 128K 
machine? 

Anyway, Tve made a tune/ 
sound FX Top Ten of my software. 
I think that 1. 2, 3 and 4 are very 
difficult to beat. The rest Is nice 
and I'm sure there are better ones , 
but I don't have them . So here it is , 
1 vsctron 
£ Ping Pong 

3 Fairlhght 

4 Micky 

5 Max Headroom 

6 ArcofYesod 

7 Knight Rider 

8 Equinox 

9 Pyracurse 

1 0 Heavy on the Magick 

Does anyone disagree with me7 
Frank Bouts, Holland 

At last Spectrum sound comes 
into its own with the adventof the 
Spectrum Plu$ Two, Considering 
the limitations posed by the 
BEEPer* there have been some, 
excellent multi-channel simula- 
tions and sound definitely adds to 
a game. Maybe we should start a 
Sound Chan for people to add 
their votes to Frank's? 



REAL PLONKERS 

Dear Lloyd 

I disagree Mth R C Fortune in ihe 

Christmas issue. Any game on ihe 
Spectrum should be reviewed, no 
matter how cruel or barDaric it Is. 
Also CftVG are ret*! plonkers if they 
think 1he graphics deserve 0. t 
thought they were very good They 
probably condemned the game as 
soon as they receded t as they 
considered it a terrible thing to do 
like Mi Fortune did. What anout 
these poor defenceless aliens 
plodding around a screen when 
suddenly a lightning bolt shoots up 
their posterior? (Vary painful I'm 
sure.) 

' It's not the sama' I hear you cry. 
Okay then, it isn't but you have 
boxing and martial arts games in 
which you- punch anr.1 kick the hell 
out of someone. I mean Americana 
probata didn't mean to offend 
anyone - they just wanted to bring 
out a game lhal pulled in some 
cash. It's a sports, simulation: as 
s«mplfi as that. 1 1 isn't ntea-m tn be 
real life, just as many games aren't 
suppose to be. So RC Fortune. 
C&VG and anyone else tike them 
just give AMERICANA fl brsak ah 1 
Elliot Owens, Kidderminster. 
Worcs 

1 9 ( § don t agree wtfn the 'sport ' of 
hisilf\qM\nq 

LM 
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BOHE PICKING 

Dear Lloyd 

l have a very large bone to pick 
with you, Well, it's nol alt yourfault. 
But (I N get straight to the point) for 
just 32 more pages In the Christ- 
mas CRASH you're charging 
E1.95. Well that's what it seems 
hul it's far ton rial" Now. noting 
that CRASH contains issue 0 of 
LM that Is said in the advert to 
be free with CRASH Christmas 
Special, it seems very very likely 
that you are charging people: 

1 ) The normal C1 lor CRASH 

2) 1 5p extra for 32 pages more 

3) 80p For a so-called "free 1 
magazine. 

One and Two are acceptable, but 
aslar as I am concerned CRASH is 
getting a little too expensive. 
Besides, CRASH is a computer 
magazine - it's not a Youth 



BEMOANING 
MOANER 
MOANS 

Dear Sir/Siress 

I feel compelled to write to you in 
the light ol recent comments made 
in the FORUM atong the lines of 
'tell anyone with any complaint 
that we don't need the>r com- 
ments'. This kind of philosophy is 
warped to say the least, and those 
correspondents responsible seem 
to be unaware of the fact that a 
forum IS a place for discussion, 
and that each individual is entitled 
to his or her point of view. What is 
more, the readers whose views 
differ from some of the more con- 
troversial ideas which appear on 
your pages tend only to say 1 1 think 
that Valente/Connor (remember 
him^.-Tony Bridge is a b<t of a bas- 
tard' , and almost invariably fall to 
support their comments with any 
convincing or logical arguments. 

Or perhaps it is the case that this 
particular form of moaner doesn't 
have the vocabulary to express 
sentiments without resorting to 
abuse? I trust that this letter will 
find its way into the FORUM along 
with the other (mainly) junk that 
normally gets printed, as having a 
go at moaners seems to be a cur- 
rently trendy thing to do. Who 
knows? 

B Andrews, Chessington, 
rev 



Vve always maintained that criti- 
cism, which may be good or bad, 
should always be constructive and 
supported by some degree of log- 
ical comment. Abuse on its own 
may be satisfying to hurt but 
unless it is backed up by some 
supporting arguments it is largely 
without value. 

I'm always interested to receive 
readers r views on life, computers 
and the whole Spectrum world 
and do what I can to encourage 
debate in these pages. 

Junk indeed. You see, you've 
just fallen into your own trap Mr 
Andrews* 

LM 



Magazine. I hope next year's edi- 
t ion at Chn stmas is m u c h c heape r . 
Richard Dobba. Gteethgrpes 

The CRASH Christmas Special 
has become a bit of a tradition - 
we always try to pack tt with com- 
petitions and special features as 
well as providing some form of gift. 
We ran into a ttttle bit of criticism 
last year for charging £1.95 for 196 
pages - our printers can only cope 
with a 196 page magazine -so giv- 
ing away another 60 pages in the 
form of a completely separate 
magazine this year seemed like a 
good idea. 

The increased price is for one 
issue only, but the November and 
December Issues are also a bit 
larger. Sorry you felt a bit miffed 
Richard, What did the rest of you 
think about the new magazine that 
bears my initials? 

LM 
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DOUBLEPLUS 

GOOD 



Dear Lloyd 

I am pleased to be abSe to say that 
I am an owner of the new 1 2&K 
Plus 2. 1 would jus! like to put some 
people straight about this machine 
because*! get the feeling that you 
don't want anyone to get it: you 
almost put me off. 

I would like to say that not only 
does it look good, bul ateo acts it. 

I know that the rewind on the tape 
recorder is a bn slow, but it is still 
the best one that I have had. Also I 
don't know how you can say that 
lines go across the colour TV set. 

II they do l can't see them! 

Ah in al l thss is the test computer 
thai I have ever had. 

D*vfe Clifford, Telford 

No-one )n CRASH Towers has got 
anything against the Plus Two, 
Davie. We had a tew reservations 
about it, not least that companies 
seemed a little reluctant to pro- 
duce software specifically for the 
128 machine. We mentioned that 
the new Sinclair/Amstrad machine 
found itself in a bit of a 'chicken 
and egg situation', win com- 
oantes waiting to see how well the 
computer sold before producing 
games, and people watting for 
games to be released before buy- 
ing the computer. Over the past 
few months some excellent 
software for thf) 128 computer has 
been released, and apart from a 
few problems with the on-board 
datacorder, the Plus Two is look- 
ing set for success. 

As for the TV problem, as Simon 
Goodwtn explained in his review, 
the modulator didn't work too well 
on the very early versions of the 
machine This has now been 
sorted out. 



HIGH SPEED SERVICE 



Dear Lloyd 

\ am w ri t i n g to y ou , not to complain 
btitto compliment you on your 
excellent postal service. 

On Friday the 1 4th of November, 
I received a package trorrythe 
postman. I hurriedly opened the 
package to find it contained a 
CRASH hat and T Shirt. 'What's 
this? 1 1 said , ' I haven i won a corn- 
pet ition 1 ' I opened the letter which 
accompanied the package and 
read it. 

' Congratulations on being a run- 
ner-up in the Adventure Chart fea- 
ture m CRASH magazine!' it read. 

I rushed upstairs and got out the 
past few editions of CRASH. Just 
as 1 thought, my name's not in any 
of them. I said sadly. 'Must be a 
mistake, 1 - 

The following day - the 1 5th - 
my CRASH arrived - Issue 35 - 
which comes in several d ays early , 
as I am a subscriber . I quickly tore 
open the thoughtfully seated bag 
and turned to the chart pages. 
There it was: my name, I was a run - 
n^r-up! 

So thank you for the hat and T 



Shirt CRASH is the best spectrum 
Magazine ever as they deliver the 
prizes to the competitions before 
the magazines verifying the 
results! 

Brian Nelson, Petersburg 
Airdfte 

PS I also won theChnstmas ques- 
tionnaire- the hat you pull the 
names out ot must like me! 11 

One or two competition winners in 
the past may not agree with you 
Brian - there have been a few 
moments of panic when prizes got 
lost on their way to winners or 
companies lost lists of winners. 
But we've asked Auntte Julie to 
take over as Competitions Secret- 
ary and she spends all her time 
chasing people up, solving prob- 
lems and making sure winners get 
their prizes. It looks like she's 
excelled herself in your case. Ht 
pass your letter of thank s on to her. 
Reading it will probably make a 
pleasant change from dealing exc - 
iusivelv with problems . . . 

LM 
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UNFAIR! oooooooo 



Dear LM 

I was recently down at the Newsa- 
gent's when I saw a SINCLAIR 
USER. I opened it as I was a bit 
bored faery bored in fact!) and I 
saw a review ot a game F had been 
waiting for for months. It was 
Space Harrier and I saw that it got 
a 5 star SINCLAIR USER CLAS- 
SIC. After seeing this I thought 
WOW 1 and I eagerly sent off for the 
game from elite. After a couple of 
weeks the game arrived . I quickly 
loaded HI in to my humble Spec- 
trum and I thought this is the best 
shoot em up on the Spectrum: I 
just couldn't believe the speed. 

A coupJe of days fater CRASH 
came through my door, I was just 
looking through it and I saw a nor- 
mal review of what looked like a 
normal game but when I looked 
closer I saw the words SPACE 
HARRIER written on (he top of the 
page and the general rating: A near 
miss. What are you saying? This is 



the best game out! 
Mark Edwards, Redcliffe Bay, 

Bristol 

One or two other people, tnduding 
Steve Wilcox of elfte, thought that 
the CRASH reviewers had been a 
bit harsh on Space Harrier, The 
Doc Martened One' has already 
taken them to task, but they insist 
that their ratings stand saying thai 
somehow, there's not that much 
of a game there. The promise that 
the game showed when it came in 
for preview somehow didn't 
materialise into a game worthy of 
a SMASH it seems. Reviews are 
always going to be a matter of 
Opinion - and we're far from infalli- 
ble. Look at the Match Day con- 
troversy for instance. 

What do other people think 
about our ratings for Space Har- 
rier? Were the CRASH reviewers 
'wrong'? 

LM 



DEALING WITH DELAY 



Dear Lloyd 

Having read several letters along 
the lines of the Streethawk/TT 
Races sags. I felt that leisure 
genius deserve praise for the way 
they went about advertising their 
new game Scalextric, for the 
Spectrum. 

Avidly reading «ast year s Christ- 
mas CRASH (No 24), I noticed on 
page 1 16 that there was an advert 
lor leisure genius, with a table 
showing games out, and games 
due for release (with date shown). 
Now, being a 'Scalextric' fan. I 
was keen to discover that the 
game was due for release on 
January 22nd 1986 

Unfortunately, the game didn't 
arrive on the shelves and there 
were no adverts to be seen in any 
□f the magazines I buy. After three 
months I gave up hope of hearing 
anything more about the game 
and spent the CI 0-00 on some- 
thing else. 

Reading issue 35, I turn to 
PLAYING HPS and on page 78 I 



see an aclvt.'t for Srjiextnc on ihe 
Spectrum. 

Leisure genius obviously 
decided that the original date set 
for reJease was a irttle optimistic. 
So they stopped advertising a 
game that didn'lexist and concen- 
trated on getting it finished {hope- 
fulfy Id the standard of a SMASH). 
Gordon Collins, Lichfield, Staffs 

And there r s a preview of Scalextric 
later on in this very magazine, Gor- 
don. 

it is a refreshing change to see a 
company hold fire on advertising 
when a game ts obviously going to 
be Significantly delayed - but in 
most cases involving delayed 
releases companies probably feel 
their game is going to suffer a small 
delay rather than be held up for 
ages. The temptation to continue 
advertising until the minor problem 
is overcome is great and when 
another iitiie problem crops 
up * * . 

LM 



KUNG FU KON FUSION! 



Dear Lloyd 

While flicking through issue 35 of 
CRASH I saw an advert, on page 
102 for Vie Ar Kung Fu It from 
iwlagwe. Carry \ng on a little further 
through the magazine I saw on 
page 123 another advert for 'Shao 
Lin's Road^lhe follow up to Vie 
Ar Kung Fif from the edge. 

Feeing a little confused I turned 
back to the first advert and 
realised that the sequel to Yie Ar 
Kung Fu is being marketed, or at 
ieast advertised by two different 
software houses - the edge and 

FMAfrNi, 

Which Company has konami 
given the rights for the follow up to | 
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Yie Ar Kung Fu? 

Richard Hawkins. Woking, 

Surrey 

It's quite straightforward really 
Richard. The official licence to pro- 
duce a conversion of the arcade 
sequel to Yie Ar Kung Fu went to 
the edge who have released Shao 
Lins Road. Shao Lin s Road was 
the sequel to Yie Ar Kung Fu in the 
arcades. Imagine, on the other 
hand, have effectively published 
another version of game they pro- 
duced under their licence, which 
was for the conversion of Yie Ar 
Kung Fu. LM 



ELMENTARY 

Dear Uoyd 

Whilst reading Issue No.35. an 
alarming thought came to my 
mnc? Please reassure me: is the 
new magazine LM going to he 
another magazine, and nothing 
whatsoever to do with CRASH 
Itself, or is it, (I hope not) gojng to 
replace CRASH? No more CRASH 
after Christmas!? Please tell me 
these are t wo different magazines, 
CRASH has been ooingfar three 
years now {HAPPY BfRTHDAY). 
and we, the readers LOVE this 
name as well as what it represents; 
it's become a symbol and we 
want to keep it as it is: CRASH, 

GThibaudeau, London 



t hope you agree that nothing can 
replace CRASH. 

Fear not! LM is a completely 
separate magazine, put together 
by a completely separate team r as 
you should have spotted from the 
Christmas Special. Weil, alright 
then, I offer a tittle help and so do 
Oft and Gordon from 'up in Art' 
but otherwise they 're on their own 
as fares CRASH is concerned, if 
you see what I mean . , . 

in case you need any more 
proof, check your newsagents on 
28th January. You should find 
Issue 1 of LM on sale then, a 
whole week after this issue' of 
CRASH went (or should that be 
goes?) on safe. 




MEANING? 

Dear Lloyd You really shouldn't be 
so touchy - or was it just the pres- 
sure of the Christ mas Specrai? I'm 
referring to my letter you printed in 
the Christmas edition. My com- 
ment was just a generalisation 
when I said the reviews are 'always 
wrong 1 . If I thought eve*y singfe 
review in every Issue was a load of 
rubbish - which I think you thought 
- do you really think f would carry 
on getting the magazine? 

raur second critical point was 
that I went on to say that the 
reviews were very good ..." I 
never said the reviews were bad. I 
saad the REVIEWERS are bad- 
There is a difference. The reviews 
are very good with detail and com- 
ments and plenty of screen shots 
and so on. 

I hope you gel the idea? 
Nick Demons Woiston, 
Warwickshire 

Me f touchy? 1 still don't think you 
can make a generalisation which 
includes the word 'always'. 

As of this month you can start 
directing your comments to indi- 
vidual reviewers - they're admit- 
ting to who they are. Maybe you*d 
like to take up the issue with indi- 
vidual reviewers? 

LM 



INCORRECT 

ART 

Dear Uoyd 

I am not a regular reader of your 
magazine but I feel I must point out 
a grave error in your CRASH Com- 
petition for Shao Lin's Road {issue 
35, Decemt>er 1986). 

The figures depicted in ihe 
drawing are not Kung Fu fighters 
but Karate fighters. They ara wear- 
ing Karate suits and are perform- 
ing movements that are more 
Karate-irke than Kung Fu- like. 

Is there that much of a differ- 
ence? Yes, there is a huge differ- 
ence; Kung-Fu and Karate are 
definitely not the same art. 
Declan Chellar. University 
College Dubfin Shao-lin Club, 
Dublin 

Ah. As a regular reader you might 
have spotted e tar more serious 
problem tn the November Issue - 
there werent any differences! But 
that s ail sorted out now. Ian Cratg. 
who drew the pictures, tells me 
that he wasn't aware that there 
were significant differences bet- 
ween Shao-Lm and Karate - but 
then he's not the Martial sort of 
Artist, Trust that's, all cleared up 
now. 

LM , 




Dear Lloyd 

I am writing this letter to you so 
that you can inform me about your 
Rating Headings at the end oi the 
reviews. The two headings I ask 
about are the USE OF COMPU- 
TER and GETTING STARTED, 

The earliest issue of CRASH I 
have is Issue 4 and there it said 
something like: USE OF COMPU- 
TER how good the keyboard pos- 
itions are, tf they are responsive 
etc, but looking in the latest issue 
of CRASH {tssue 35}, I notice that 
Dr What has definable keys, any 
joystick, and they keys are respon- 
sive - it gets 41% . Then look at 
Uhdium - no redefinable keys, 
only Kempstcn compatible and 
keyboard piay .£ not too easy, and 
H gets 89% for USE OF COMPU- 
TER. Why? 

GETTING STARTED: in Issue 4 
it says, Areinstruc toons clear, pac- 
kaging good, and loading good. 
Look at Oblivion - The game 
needs hardly any instructions as 
the game is basic: one reviewer 
says, "The packaging is excel- 
lent" and it only get 56% Another 
why? 

On a slightly different note, who 
are your Software Reviewers? And 
why are there still no indications to 
who are reviewing the games 9 
Both ZZAP! and AMTIX teM you. so 
WHY DON'T YOU?? 



Stephen Coby s Halesworth, 
Suffolk 

As of this month, we do Stephen. 

Bern, Paul and Mike am all 'sign- 
ing' their reviews You'll also 
notice thai the rattngs system has 
been revamped a little bit - the 
GETTING STARTED and USE OF 
COMPUTER ratings (which 
haven't ever been the major con- 
siderations when arriving at an 
overall rating) are no longer used - 
the reviewers decided that PRE- 
SENTATION was more relevant 
nowadays. They realised that USE 
OF COMPUTER and GETTING 
STARTED percentages weren't 
being used to the best effect and 
felt that those two ratings were a 
bit outdated. In the early days, 
when the option to define keys 
was unheard of and keyboard 
response so variable, they were 
much more important. 

There's a full explanation of the 
new way of working somewhere 
around Page 14 of this very Issue. 

I still maintain that you can 
attach too much importance to 
perayntaues - it's the written criti- 
cisms that really teit you about a 
game The percentages are only 
there as a quick summary of the 
reviewers ' opinions. 

LM 



THE ASSOCIATED EXAMINING BOARD 
for I he General Certificate of Education 

January Examination, 1987 -Ordinary Level 

THE SPECTRUM 

THREE questions are to be attempted 

1 t The Spectrum is an out-dated machine. Discuss. 

2. Write notes on the effect of h ype i n t he software busi ness, paying par- 
ticular interest to licensed software AND advertising. 
& Comment on TWO of the following statements, giving your views: 

a) Big business is destroying software creativity 

b) POKEs remove all purpose from games software 

c) John Minson is a pratt 

4. Compare the criticism ievelled at 3D Games to the lack of criticism 
levelled at arcade adventures and platform games. 

5. 'Hannah Smith - The only girlie tipster' 
How far do you agree with this view? 

6. EITHER . ^ ■ 
With the aid of a sketch compare the layout and presentation of CRASH 
lo any other similar publication, 

OR 

Giving particular examples, write an account of the cult status achieved 
by Uoyd Mangram and the letters ' IM\ discussing the part they play in 
modem soccety. 

Robert Burgess, Rotherharn, South Yorkshire 

Answers should be written legibly in black or blue ink, or preferably typed 
for ease of reading. The examiner reserves the rtght to append comment 
as he feels appropriate, and would encourage candidates for the LETTER 
OF THE MONTH to create and answer their own questions. Account will 
be taken of initiative, clarity of expression and neatness of handwnUng. 
Place completed answersheets in an envelope addressed to LLO YD 
MANGRAM'S FORUM, POBOX W, LUDLOW, SHROPSHIRE, SYS WB. 
\ 








r <tf *A 



The name for joysticks 



WARNING: - cheap imitattons 
of our range are available. 
Please be careful and insist on 
our product to ensure full 
guarantee of satisfaction. 



Contact your nearest computer store 
tor details on lull range or clip 



the coupon 

Prices from E*,95 — £69.95 

Euromax Elecironics Ltd., 
FREEPOST Pinfold Lane, 
Bridlington, / J> 

YG16 5XA «j& 




Access Accepted ^ ^ 
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4. 



ft m i . K 



by Rosetta McLeod 



MUSIC TO MY EARS 



For this, the first CRASH COURSE of the New Year, I have 
looked at a mixed bag of educational software. Three music 
programs landed on my desk, and it is good that this interest- 
ing area, enjoyed by both chjfdren and adufts, is at Jast being 
given the attentron it deserves by the publishers, The trio of 
programs, ranging from Theory of Music fa formal approach 
for those studying for music exams) to the lighter but no less 
valuable, Afote invaders and Pazazz, should appeal to a wide 
audience both young and old. 
The other programs reviewed this month are aimed at the 



7-12 age group, and are representative of the increasingly 
wide range of software becoming available. From major pub- 
lishers like hill macgibson to the smaller key software (run 
by a teacherj, the programs cover a whole variety of skills 
ranging from teaching punctuation, spelling and fractions, 
to developing the more abstract concepts of logicat thought 
and problem-solving. 

N ex t month II I be looking at software from Granada Tele vi - 
sion to accompany their series of programs on The Micro At 
Work - DON'T MISS IT! 



COPYCATS/SPELL CATS 



Producer: Key Software, 
33 Hilton Street, Aber- 
deen, AB2 3QT 
Retail price: £4 cassette, 
£5.50 Microdrive 
Age range: primary 3 - 
secondary remedial 
Author: Andy Watson 

Copy Cats and Speit Cats form a 
pair of programs that can be used 
to rmprove a child's ability to rec- 



ognise and speli common words. 
The programs make use of the 
Look - Cover - Write - Check 
approach advocated by reading 
specialists, and the words chosen 
(over 200, used singly and in two 
and three-word phrases) are taken 
from Mc Natty and Murray's Key 
Wbrtf$< and Edwards and Sum- 
mers's The Hundred Most Fre- 
quent Words. 

Copy Cats displays a word or 
phrase which the child rooks at for 
as long as is desired. When the 




player feels able to spell the word, 
pressing SmCE causes the word 
to disappear The correct spelling 
must then be typed in. There are 
six levels of difficulty, ranging from 
simple three-letter words to 
phrases consisting of three words. 
LeveJ One, for instance, contains 
words such as 'bad - oat - has - 
pig - yes", while Level Six asks 
the cMd to cope wrth phrases like 
""about the house - in the picture - 
find that woman". 
The aim at each Jevef is for the 



CONGRATULATIONS! 

your final scare no* 
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child to achieve twenty correct 
spellings, but the game ends if 
three mistakes are made rn a row. 
After twenty correct answers the 
final score is displayed, and if a 
printer is attached the score can 
be printed out. 

Speii Cats is a similar game* but 
this time the word or phrase Is dis- 
played for a length or time related 
to the speed chosen. If a wrong 
answer is given the speed slows 
slightly, while correct responses 
have the opposite effect Quite a 
high level of competence is 
required atthefastest level, forcing 
I he child to absorb the whote pat- 
tern of the word or phrase rather 
than splitting it up fetter by letter. 

Copy Cats and Spelt Cats are 
both attractive little programs, and 
because speed and start level can 
be varied, they can be used wrth 
children at various levels of com- 
petence. Sound can be switched 
on and off, though it has to be safd 
that the levef is so quiet (and the 
sound itself not particularly 
interesting), that it contributes little 
to the appeal of the program. All in 
al I though, these two programs are 
based on sound educational prac- 
tice and the accompanying man- 
ual clearly lays out the aims and 
objectives of the package. 



COMMENTS 




Control keys: all tetter keys 
Keyboard play: good 
Graphics: limited but attractive 
Un of colour effective 
General rating: these programs 
have been written by a teacher 
with a great deal of experience, 
and provide excellent vaJue for 
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FRACTIONS 



Producer: Key software, 
33 Hilton Street, Aber- 
deen P AB2 3QT 
Retail price: £4.00 cas- 
sette, £5.50 Microdrive 
Age range: primary 4 - 
secondary re media) 
Author; Rod MacAulay 

The tttle may be rather uninspired, 
but this program provides a very 
effective means of teaching both 
the basic concept of fractions and 
the way a fraction is represented 
by numbers. There are actually 
three short programs on the tape, 
taking the child through the con- 
cepi step- by- step. 

Bits and Pieces begins by ustng 
shapes to demonstrate the Idea of 
a fraction as part of a whole. The 
screen is laid out with a text win- 
dow alongside a fractions window, 
and the moving graphics (showing 
a whole bait splitting into halves, 
quarters and so on) are a visually 
effective teaching aid. 

Tops and Bottoms goes on to 
display this information in terms of 
numerators and denominators, 
again using shape to demonstrate 
the use of numbers to represent 
fractions. 



The last program. Match Them, 
ss a nice little game which tests the 
child on the knowledge gained in 
the previous programs. The idea is 
to cnoose the correct fraction from 
those displayed to match the pic- 
tured shape. There are three levels 
of difficulty to choose from, and at 
the end of the game a printout of 
the score can be obtained. 

Fractions is an extremely helpful 
tool for teaching an important area 
of mathematics, with colour and 
large print being used to very good 
effect. 



Control keys: rr 

SPACE 

Keyboard play; 



mainly ENTER and 



Keyboard play; good 
Graphics: very good indeed 
Use of colour: bright and 
extremely effective 
General rating; an appealing 
program, very well structured, 
which brings alive the concept of 
tractions. Unlike most programs 
on this topic, which only reinforce 
knowledge already acquired, this 
program is a true teaching aid. 
Definitely value? for money. 



move . 
1 eaten 
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RUN RABBIT RUN 



Producer: Hill MacGibbon 
Retail price: £6.95 
Age range: 5-9 years 
Author: Newman College 

A prograrri in the Games to Stretch 
the Mind series, Run Rabbit Run 
has been designed to promote 
thinking skills in young children. It 
can be played by one player 
against the computer, or by two 
players against one another. 

Vbu can choose how many rab- 
bits you would like (from two to 
four), and whether you or the com- 
puter should control the fox. The 
screen then shows a ten by ten 
grid which is the board for the 
game. White squares represent 
open ground, blue squares are 
ponds where animals will drown, 
green ones are bushes for hiding 
in, and there are also burrows 
where the rabbits may hide. The 
idea is to move the rabbits to their 
home burrows before the fox 
catches them. Below the grid, you 
are told the number of moves that 
the animal has left: these are cho- 
sen by the computer at random - 
four rabbits have between four an d 
twelve moves, three have between 



three and nine moves, and two 
have between two and six moves. 
The fox always has between three 
and eight moves. 

The accompanying booklet 
describes all the nj les a n d ex plai n $ 
the keys for moving the animals. 
Number keys 1 to B are used, 
allowing movement horizontally, 
vertically end diagonally. The 
game is certainly useful in 
encouraging skills of predictive 
reasoning, and the children who 
tried it out for me thoroughly 
enjoyed it - once they understood 
the rules! 



Control keys:, number keys move 

the animate: it would have been 

easier it a keyboard overlay had 

been provided 

Keyboard play: responsive 

Graphics: simple but good 

U se of colour: Ihe black border is 

rather depressing! 

General rating: an enjoyable little 

program which children will come 

back to again and again 



PUNCTUATION PETE 



Producer; HH I MacGibbon 
Retail price: £9.95 
Age range: 7-12 
Author: Five Ways 
Software 

As a teacher, I know how difficult it 
can be to teach the conventions of 
punctuation to young children. 
And most of the drill and practice 
programs that I've seen on this 
topic have not been particularly 
useful. Punctuation Pete however, 
is different. There are two prog- 
rams on the cassette. On one side 
is the punctuation program con- 
taining a wide vanety of passages 
for the child to punctuate. The 
menu offers four levels of difficulty 
based on ihe reading levels of the 
passages, ihen the child has to 
choose which type of scribe he is. 
The passages aimed at the junior 
scribe require full stops and capital 
letters; those for the master scribe 
need quotation marks, question 
marks and commas, while, if you 
I are a super scribe, you have to 
insert all the missing punctuation 
marks. 

An example of a passage at 



junior scribe level is: "soon the 
train came it was nearly empty 
anna got in it was her first journey 
away from home 'your father will 
meet you at the station at naira, 1 
her father said be careful now, 
anna don't talk to any strangers' 
the tram started sudden ly". The 
child has to move Punctuation 
Pete along the lines stopping at 
points where a punctuation mark 
is missing. 

A keyboard overlay placed on 
the top row of keys gives the 
option to move Pete left, right, up 
or down. Caprtal letters may also 
be inserted and mistakes deleted. 
Punctuation marks such as com- 
mas, full stops, quotation marks 
and question marks are inserted 
using the normal keys. When the 
child has finished ponctuatingthe 
passage, Punctuation Pete 
checks it over and moves to any 
mistakes he finds. The child has 
three chances to correct the error 
before the correct answer is given. 
When the parage is completely 
correct. Pete waves and jumps 
about, and another passage can 
be attempted 

This is a useful program which 



will motivate children to improve 
their skills. On the other side of the 
tape is Wordfinder, a kind of 
thesaurus containing about a 
thousand words aimed at 
encouraging children to make 
links between words. The first 
screen lists the categories air, 
water, land, how you move and 
needs of the traveller under 
Travel' with a downward arrow 
beside each. Pressing the down- 
ward arrow key takes you on to a 
further list of words and phrases to 
do with travel. Some words have 
horizontal arrows beside them and 
pressing the corresponding arrow 
key causes the screen to move 
sideways to another page of con- 
nections. Again, a keyboard over- 
lay is provided, and it also offers 
the options of playing anagrams or 
hangman. 

Anagrams uses words from the 
thesaurus and the child has to rear- 
fan ge the letters to make the cor- 
rect word. The player can return to 
the thesaurus at any point to 
search for the word, or by pressing 
the Help key, can call the word 
onto the screen. Letters not used 
I in the word to be guessed are 



shown on the screen as the child 
suggests them, which is a very 
useful feature. Hangman is a game 
children love, so they will enjoy this 
computer version. 

Included in the package is a 16 
page booklet with information on 
ihe history of writing, and the ori- 
gins of placenames, printing and 
communications. There are also a 
variety of tasks for the child to 
complete, including writing a 
dialogue, completing a crossword 
and breaking codes, Thns is an 
excellent package, particularly for 
use in the classroom. 



Control keys: & k 

for each program 
commands 



f board overlay 
mplifies the 



Keyboard play: good 
Graphics: 5»mi(ed to Punctuation 
Pete and the Hangman graphics, 
but very good 
Use of colour: very good 
General rating: a very good pac- 
kage, with an excellent booklet giv- 
ing ideas for extension work 
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THEORY OF MUSIC 
TO GRADE 5 



Producer; Ted Kirk, 33 
Humber Crescent, Sutton 
Leach, St Helens, Merse- 
yside 

Retail price: £5 cassette, 
£8 Microdrive 
Age range: music stu- 
dents, Grade 2 to 5 

There must be a large number of 
people, both young and old, study- 
ing for music exams throughout 
the country, Although there is 
software aimed at teaching the 
rudiments to young children, this 
is the first \ have seen which covers 
the theory of music for all ages. 
The set of programs makes little 
attempt to leach, but instead con- 
fines itself to sett ing and marking a 
whole range of questions on the 
foundation knowledge needed for 
the Associated Board examina- 
tions from Grade 2 to Grade 5. 

Program one contains three 
options - Key Signatures and Tonic 
Triads, Scales, and Intervals. The 
first of these covers grades 3, 4 
and 5, white the other two also 
offer grade 2 if the pupil does not 
give the correct answer to a ques- 
tion, the computer simpJy states 
that the answer was wrong and 
doesn't show the correct 
response. It is possible for the user 
to escape from a question and 
move on or return to the menu at 
any time, 

The second program on Time 
Signatures/Bar Lines and Rests is 
more suitable for higher than lower 
grades, as a reasonable command 
of rhythm is needed. The accom- 
panying booklet apologises tor the 
fact that in the first pert of the prog- 
ram the computer's checking can 
be rather slow, but explains that 
the longer the process lakes, the 
more likely you are to be right! A 
straightforward mumple-choice 
quiz is contained in Program Four 



- a dictionary of the musical terms 
tested is included in the booklet. 
The quiz offers questions on a 
range of options - Expression. 
Tempo, Dynamics, Little Words, 
Performance, and Various Others 

- so if you don't know your Rallen- 
tando from your Pocchettino. this 
is the program tor you! 

The final program is aimed at 
Grade 5 students who, for the 
exam, have to write a chord laid 
out on two staves. 1 particularly 
liked the error statements which 
appear in this program, including 
" This is not going to be right: Let's 
have a fresh start", and "You are 
muddling me up; Let's try again"! 
To my untrained ear, it seemed that 
the Spectrum's sound capabilities 
were well used, but Ted Kirk does 
comment in the booktet that the 
"simulation of chords in Program 
Four can only be described as 
painful/" 

Having little knowledge of music 
theory myself, I asked a profes- 
sional to have a look at this set or 
programs. He was extremely 
impressed by the depth of content 
and commented that, though they 
might not improve your playing, 
they'd certainly help you get 
through the exams. 



Control keys: always clearly 
explained on the screen 
Keyboard play: good 
Graphics: very good representa- 
tion of musical notation 
Use of colour: limited, but used in 
a sensible way 

General rating: wrrtten by a pro- 
fessional musician, this set of 
programs is a very useful way of 
preparing for music exams, I 
appreciated the sense of humour 
in the accompanying documenta- 
tion! 



Producer: ASK Software 

Retail price: £13.00 
Age range: 9 + 

Fazazzis a package which allows 
the user to draw and animate 
characters on screen, creating 
appropriate music and 
backgrounds for the performance. 
Two cassettes and a comprehen- 
sive booklet are included in the 
pack. The data tape contains four 
complete performances showing 
a break dancer on the street, a 
clown on the high-wire, a skeleton 
in a graveyard, and a disco -danc- 
ing girl, 

Having viewed the demo prog- 
rams to get a general idea of the 
possibilities, the user can create a 
scenario and performance, The 
EDIT command in the mam prog- 
ram contains options allowing you 
to change the music, the scene, 
the figure, and the movements, 
and then to link them all up. There 
are also faci litres for synchronising 
the movements to the music, for 
altering colours in the foreground 
and background of the scene, and 
for creating quite sophisticated 
settings. It is possible too, to use 
existing figures, scenes and 
music, so you could have a disco- 



dancing girl in a graveyard? 

The creation of the music is 
probably one of the more interest- 
ing options, although the instruc- 
tions are rather complicated. Once 
you have recorded a tune, you can 
then make some c hanges to it: you 
can change the rhythm, select a 
cue or Jead-in of a few beats, and 
set the beat too. At the end the 
whole performance can be saved 
onto a blank tape for use at a later 
date. This is a very complex, but 
creative package, and younger 
Children would certainly need the 
help of an aduJt to follow afl the 
instructions in the booklet. 



Control keys: described both on 
the screen and in the booklet 
Keyboard play: good 
Graphics: quite attractive 
Use of colour: good 
Sound: not as good asm some 
music programs, but still accepta- 
ble 

General rating: this is a very diffe- 
rent type of program. Once chil- 
dren have mastered the instruc- 
tions, they should enjoy making 
their own performances 



NOTE INVADERS 
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Producer: Chalksoft 
Retail price: £9,95 
Age range; anyone learn- 
ing music or an instru- 
ment 

I always like chalksoft s software, 
and this package keeps up their 
high standard. Note Invaders con- 
tains three programs, Side One of 
the tape holds Not& invaders, a 
version of the shoot 'em down type 
of game, in which a note travels 
across the staff and you have to 
press the correct key for the note 
(A to G) to release a rocket before 
the note wipes you out 1 You can 
choose to have the notes on the 
treble or bass cfef, and with three 
levels of difficulty, the game can 
become fast and furious. The 
quicker the note is recognised, the 
more points are scored, and the 
highest scores are shown on the 
screen. 

The second side of f he tape con- 
tains two programs, Staff 1 and 
Staff 2. The first one teaches the 
basics of reading the staff, and 
helps the user learn the names of 
the notes. The clef is explained, 
together with leger fines, and the 
old mnemonic "Every Good Boy 
Deserves Football" is also taught. 



Staff 2 provides a test of twenty 
que st* o n s and notes are shown on 
screen as a sound is heard. The 
teacher can choose to set ques- 
tions on the treble or bass clef, and 
has the option of using the prog^ 
ram with one pupil, or as a repeat- 
ing test for a number of pupi I s. Dur- 
ing the test, notes appear on the 
staff, and the pupil must name 
them correctly ff a question is 
answered incorrectly, the screen 
display reverts to the teaching 
mode, showing the named notes. 
If desired, the scores may be 
retained in memory until the 
teacher calls them up. 

This is a really excellent little 
program which all beginners 
should enjoy and benefit from. The 
game in particular, makes the mas- 
tering of the basics a fun task and 
is ideal for young learners. 



Control keys: kept very simple 
Keyboard play: very responsive 
Graphics; excellent 
Use of colour: very effectrve 
Sound; extremely gbod 
General rating: highly recom- 
mended 
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BUGSY 

Producer: CRL 
Price: £7.95 
Authors: St Brides 



After a couple of months being 
ahead of the rest I find myself 
behind once again, reading 
otters 1 reviews before penning my 
own Oddly enough I don't like 
reading other reviews before writ- 
ing mine as rather than just cliche 
you're tempted to look for a new 
angle, and sometimes there isn't 
one. Trite game's about Buggy 
Maroon anefhe's gonna wase'dda 
whole south side wedda yu like it 
or not so let's get all the pussy and 
rabbit footing over with and leave 
all the cliches where they belong - 
in the adventure. 

Being a si brides game, that gir- 
lie Trixhe Trinian (who used to be 
Jennings before he donned a ptnk 
shirt and green knfckers) kicks this 
one off in the common room of the 
school, writing about her adven- 
tures in the Vary Big Cav&s in the 
hope of selling them to a Sunday 
newspaper. Suddenly the peace 
and tranquillity of the boarding 
school ethos is broken by the door 
bursting open to reveal a real cutey 
rabbit, about three feet tall, and 
pale blue, although the depth of 
blue might well increase if its gun- 
shot wound isn't attended to 
promptly. Hie common gregari- 
ous burrowing leporid mammal 
not only walks but talks: "Da 
name s Bugsy, Bugsy Maroon. I 
wanted to take over da Chicago 
mobs but I blew it. It's all over now. 
I'm hurt bad. I'm gonna die 1 . 

Now the next bit is a bit zany, 
but bear with me. The rabbit, 
despite a never-say-dle pep talk 
from Trixie, still snuffs it. but 
instead of preparing Fried Rabbit 
with the gMs, trie program offers 
redemption in the way only adven- 
tures can and it's a case of 1 Do you 
want to try again'? Now an annoy- 
ing thing is that every time you get 
killed in the game (and, by the very 
nature of the adventure , this is very 
often} you must go through this 
common room death scene which 
becomes a real chore, I can tell 
you. 



Playing the game and reading 
the descriptions is pretty good fun 
as there's some real humour lurk- 
ing at each locality. I tended to pre- 
fer the real zany stuff and there is 
much play on the fact that you are 
guiding this long-eared bunny 
around the Chicago streets of the 
20's. Take this passage from the 
jailhouse area of town: 1 J Bey, you 
with the ears!' 1 snarls one of the 
guards, barring my way. 'This is 
the jai It-rouse 1 '. Then below it you 
read 1 4 Hey fc you wft F the keyboard* 
Whaddaya tryin' ta get me \n the 



and a SCORE command which 
reflects monkey acquired in the first 
instance, but later shows your 
ranking amongst Public Enemas. 
You can spend a long time wan- 
dering around the adventure but 
you are only realty getting some- 
where when you get to scan the 
option screen with the following 
Options on it: G GREET, F SWEET- 
TALK, X INSULT. B BRIBE, H 
HIRE, Y BUY, T THREATEN and P 
PROTECT. Some pictu res seem to 
take an awful ly long time to appear 
on the screen but, everything con- 




Clticafto. 1922. X'm in a street 
full of IiArs and pool hall^. 
Shot in sepia- Very atntosphen c , 
y* know? 



Bar » The 
west . 



x'm outside Devinty's 
street leads east ami 

tin BJUa 



T7i« glmnt Were rvtritftf find* ktm*+ft downtown, Jn * mhmmt fuit 
ot barm mad p&alhmifm 



jailhause for? 1 1 And again with k + l 
am standing outside a theatrical 
costumier's flsetcha didn't know I 
could say words that long)'. To the 
north the road goes northwards 
while to the south it stretches in a 
southerly direction 1 (I like the zany 
bit at the end - more of which in a 
moment). Entering the shop gives, 
you; 1 1 em inside da thatsoom- 
ers . + J mean da fat- 
ricoornters - . . Aw heck, you 
already know I can say the words, 
so shaddup 1 \ Pure zaniness Is 
this passage taken from the poster 
at the railway station: 'Come to 
Chicago where lights are bright, 
where men are men and women 
are women, Where horses are 
horses and dogs are dogs and 
everything else is pretty much the 
way you'd expect it to be". 

Bugsy is without doubt an enter- 
taining game with zany humour 



sidered, I think if you liked Big 
Caw and so on, you'll certainly 
warm to this one. 



COMMENTS 



Difficulty: not easy 
Graphics: average 
Presentation; good 
Input facility; verb/noun 
Response: slow appearance of 
graphics 

General rating: tries hard to be 
funny and very often succeeds 



Atmosphere 

Vocabulary 

Logic 
. Addictive quality 
1 Overall 



81% 
7&% 
65% 
78% 
84% 



KAYLETH 

Producer: US Gold/ 
Adventure Soft 

Price: £9-95 

Author: Stefan Uf nowski 

I was wandering around the book- 
shops down town and I thought I 
might as well get this book along 
with Colour of Magic. After search- 
ing my way through just about 
every Isaac Asimov title (and there 
are quite e few) I pave up. only to 
discover on getting back home 
that this game is from the Isaac 
Asimov science faction magazine 
rather than the man himself. My 
mistake, you might think, but as 
with all misconceptions some- 
thing is shown up here - like where 
is this game coming from? (Man,) 

Anyway, wherever it comes 
from, the story ken't half bad. It 
relates how the peace-loving and 
highly advanced Zyroneans had it 
cushy until this Kayleth arrived to 
wreak havoc and destruction. The 
story, by sheer coincidence* has a 
passing resemblance to a StarTrek 
episode lovingly repeated by the 
good old Beeo in November last 
year (the one where this advanced 
bunch sit F oblivious, high up in the 
clouds while the troglodytes in 
their caves are kept down by an 
insidbus gas from the caves' rock 
walls), In this game the rare min- 
eral, chromazin, Is the desired 
commodity and Keylett^ employ- 
ing atomic disemfolers and ruth- 
less androids, enslaves the Zyro- 
neans and humbles them with the 
task of clewing out the subterra- 
nean rocks to extract the precious 
ore he so desperately needs. 

Now. In true sci-fi comic book 
tradition, there has to be some 
berk who will put principle above 
short term acquiescence and: yas 
you've guessed it, the pillock is the 
character you hoist around this 
jolly jaunt of a program. So as to 
leave you In no doubt as to the 
enormity of the task you've let 
yourself in for, the program kicks 
off with your good sett firmly strap- 
ped to a conveyor bert which is 
moving ever closer to a pair of 
cold, steel claws which rhythmi- 
cally descend and spew out a 
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charge of electric blue light. Now I 
wouldn't worry so much about the 
claws being cold (you think the 
robot would hav© the decency to 
warm its hands ftrst> really); it's that 
electric blue light which shouM 
have you struggling with your arm 
restraints, By the way, if youpe 
wondering why your character 
hasn't a name, well, triads ail part 
of the story - your mind has been 
emptied by brainwashing, and 
only playing through the game -can 
cast any li ght on who you might be. 

The feel of the game is highly 
professional, as you might expect 
from u*Of*i The loading screen is 
flashy and constructed in an 
unusual manner with a number 
counting down a fast load. At the 
start an option to preview the 
game is offered and it would take a 
will of Iron to resist, Revealed are 
the super graphics and no-non- 
sense location descriptions, but 
Vm afraid I really can t get over one 
major failing with these ahen- 
tuhesoft games (the last one was 
Rebel Planet, Aug 86 TRAIL) arid 
that is the blinding white 
background. Its a bit like the 
advert they used to run about 
motorists dazzling the guy in frorrt 
with headlights on lull 'beam. The 
child in the car asks if daddy was 
blinded to which he replies, 'no, I 
wasn't looking; Tfie same goes for 




i = 



n Tiiin 



till, f or€5 L * I ~ £ " 

Ping it; z L a* j ~ 1 1 £ fjiarmi - ~ 
* -L : 9<= ti*G K£3d€d MO¥ V i 



me revising these games. To 
avcwd a headache for the rest of 
the day the brightness on the 
screen must be turned right down 
which causes the pictures to dis- 
appear, tV^ a shame not seeing the 
pictures - but who wants a 
headache? 

I did have a quick run through 
the preview pics with the bright- 



ness up and It seems that a lot of 
effort has gone into the graphics. 
Thnee- stage animation is often 
seen, as with the huge two headed 
Mokki Rav in the Twin Peril forest 
and the ferocious Zemps in the 
ancient citadel of Zennon r To save 
memory now and again mirror 
images are used to form a symmet- 
rical picture but alMn-all, the pic- 



THE COLOUR OF MAGIC 



Producer: Piranha 
Price: £&95 

Authors; Delta 4 

Bear with me one moment ... Vm 
j u st looki ng for a photograph that's 
been lying around my floor for 
about eight weeks and it seems 
such a shame not to mention it 
after someone went to alt the trou- 
ble to shoot it and everything, (t 
shows a Mrke, a Fatigus and a 
Stephanie with the label; "level* 
sign contract with deua V, which 
sounds the wrong way round, but 
all seem happy in the photo, 

VU&il, the upshot of It is that this 
Fergus McNeil chappie is pop- 
ping up just about everywhere, 
and It s ail that his sidekick .Judith 
CfilkJ, can do to stop him. I mean 
to say, r m sure amongst the fa War 
of info proffered by piranha to go 
with this game there was one bit 
that indicated a slight lack of 
enthusiasm for the Colour project 
on her behalf. Realty, Judith, hav- 
ing read about two* thirds of the 
book to date I can say I think ttfc an 
excellent book, one of a kind 
{whatever that means). 

Ill be quite honest here - I had 
never heard of the book by Terry 
Ptaichett called The Colour of 
Magic but a friend who reads 
WHFTE DWARF had, but there 
agajn r he's heard about and read 
jus! about everything in the sci- 
ence fiction and fantasy fields, 
Now, if you're reading this review p 
and you've read the book, and] 
what, you've played the game as 
weti . _ then whet the heck are 
you reading this for - a second 
opinion? No, seriousty, you've got 
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no idea what the book's about and 
you want to know what the game 
can offer VM r the answer is the 
game has much to offer and the 
book is all about the magical 
number eight (hence the crummy 
joke at the beginning about eight 
weeks - oh, yqu get It now do wou 
(??)? 

The chief character in the book, 
and the one you whisk around the 
environs of ftnkh Monpork and 
beyond in the game, is a hapless 
wizard named Rincewind who 
winces his way through all manner 
of mishaps and unbelievably bad 
runs of fuck. T&ke his training as a 
wizard, where, sneaking a peek at 
a powerful ghmoire he ended up 
with one of the spells leaping fh?m 
the pages and lodging in his mind. 
This curtailed any farther studies, 



meaning he couldn't cast spells 
like other wizards. It wouldn't be 
so bad if he had any control over 
the one spei) he does possess, but 
this isnt so; the spell leaps out of 
its own accord. 

But the magical dabbler isn t a 
totaf toss as he is an excellent 
translator and it is this skill which 
brings hrm crashing into the 
storyline. The big picture has four 
gargantuan elephants supporting 
a disc atop the meteor-pocked 
sheN of a turtle by the name of 
Great ATuin, Because the Dis- 
cworld is supported by this turtle 
tracking its way across the skies, 
this gives licence for a |oke con- 
cerning its Steady Gait crawling or 
Big Bang rendezvous (this 
involving some mating on a cos- 
mological scale, get it). 
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tunes are always impressive. 

Vbcabulary-wise the game 
moves beyond simple verbAoun 
input with multiple action com- 
mands, and commands are sepa- 
rated with a comma or the words 
AND orTH E N . A further ref inement 
uses rraa in GET THE PYXJS AND 
OPENfT 

Kayieth follows in the footsteps 
of RebQl Planet As with that game, 
this one has a lot to offer the dedi- 
cated adventure enthusiast In 
addition, science fiction fens may 
find much of interest in what is a 
very we^onstructed plot- 



COMMENTS 



Difficulty: not overly difficult 
Graphics: good 

Presentation; white background 
is abysmal 

tnput facility: beyond verb/noun 

Response; alright 

General rating: good sri-fi jaunt 



Atmosphere 

Vocabulary 

Logic 

Addictive quality 
Overall 



88% 
87% 
89% 
8t% 



Now if you're not so sharp with 
the old memory, forget all the curi- 
ous creatures in the sky and just 
consider the Discworld for one 
moment. There is a long waterfall 
wisping away at Its circumference 
but more relevant to the game is its 
makeup which does away with the 
normal east, west south move- 
ments and replaces them with 
Hub ward. Rim ward, Turn wise and 
WiddefShins. 

The Hub of the Discworld is 
never closely warmed by the sun 
and the islands there are locked in 
permafrost, The Rim is a region of 
sunny islands and balmy days. 
Turnwlse and Widdershi ns are tess 
obvious, but relate to the direction 
of spin on the Discworid where 
Widdershins opposes the 800 day 
spin dinection. There are 8 days In 
a disc week and a colours in its 
i*ght spectrum with the eighth coh 
our being octarine which is a sort 
of green ish-yeJiow. . ■ . purple. 
Eight is a number of some occult 
significance and in some places 
(like the temple of M» 
Shamharoth) shouldn't even be 
mentioned. Needless to say, Rin- 
cewind's room in the Unseen Uni- 
versity's Halls of Residence was 
the unfortunately contrived 7af 

Trie next piece of geography 
brings us back to the twin cities of 
Ankh-Morpork and the plot of the 
adventure. Ankh-Morpork are the 
foremost of all the crties bounding 
the Circle Sea, but even so. few 
people from the Counterweight 
Continent on the other side of the 
Discworld have ever wanted to 
visit them. None before have been 
as reckless as the tourist 
Twoflower, who in this story fends 
at the harbour in Morpork and pro- 
ceeds to throw his considerable 



money around, These gold pieces, 
or Rhinu, are no more than a hum- 
ble clerk's savings from the 
Counter Continent but in Ankh- 
MorporK whose currency is 
devalued with copper and silver, 
these monies represent vast 
wealth. Were this not enough 
TWoMower's luggage is made of 
sapient pear wood, and Rincewind 
is fully aware that even an 
Archmage, by dint of great effort 
over many years, would struggle 
to fashion a mere staff, never mind 
a trunk. What is a little un-nerving, 
however, are the tourist's four eyes 
arKJ some peculiarities concerning 
his luggage - like the fact it sprouts 
many tiny legs to go about its bus- 
Iness and can munch a man's arm 
with its raws of sharp teeth. 

Rincewind s first task is to wrest 
the gullible tourist from the 
assorted low-lffes around him 
eager to get their hands on some 
of those gold-rich Rhinu. Broad- 
man, the owner of the Broken 
Drum, is already trying to fleece 
Twoflower of many a Rhinu when 
Rincewind overhears the commo- 
tion from his seat in a dark corner 
of the tavern. Being a multi-lin- 
guist he eventually identifies the 
tourist's tongue which leads to the 
following popping up: 'Rincewind 
attempted to translate. After trying 
almost every conceivable tongue 
(Chimeran. V&nglemesht, Sumtri, 
even Black Oraogu, a language 
with no nouns, and only one adjec- 
tive, which is obscene) he finally, in 
desperation, mumbled a few 
words of heathen Trob, The little 
man's face lit up 1 . 

The Cofour of Magic is a super 
book (a ooftoi paperback) and 
therefore the Qufl/ed and tttustra- 
tored computer game was always 
going to be something worth play- 
ing. But the delta 4 team of Judith 
Child and Fergus McNeil have 
done a really competent job of 
coding the concept. The text, like 
the plot, is very close to the book. 
The pictures are quite good and 
the presentation (I particularly 
fciked the full moon which parts to 
accept your input) is very neat . The 
game comes in four parts which 
makes the asking price seem very 
reasonable. Any money spare 
should certainly be directed 
towards purchasing the paper- 
back as without it the game, I'm 
sure, could appear a little mysteri- 
ous. 



COMMENTS 



Dtffieutty: could prove puzzling 

without reading the book 

Graphics: okay 

Presentation; good 

Input facility: 3 little beyond verb/ 

noun 

Response : fast 
General rating: good 



THE ARCHERS 



Atmosphere 

Vocabulary 

Logic 

Addictive quality 
Overall 



84% 
S4% 

88% 



Producer: Mosaic 
Price: £9.95 
Authors: Level 9 

I'm sorry if my mind strays during 
this review - you see, Tm trying to 
listen to the Omnibus Edition of 
The Archers on Radio 4 while writ- 
ing this stuff here. It's difficult to 
know how to sum up this program 
if you're not aware of what it's all 
about {and if you are aware of what 
the program's about just what kind 
of boring fa. -fellow are you?). 

You could think along the lines 
'eee r isn't this decadent listening 
to a load of old rural twaddle that 
no-one else listens to , a kind of 
Oxbridge aloofness and 'when 
does the grouse season end 1 (or 
Start for that matter)? Alternatively, 
you could take offence and think 
'isn't this just typical of BBC Radio 
4, the view of Britain which has 
Americans take the view that this 
little island here is a floating com- 
edy museum'. And who could dis- 
agree? Since, increasingly. Bri- 
tain's only future is as a museum 
all \ can say is more power to your 
elbow and let's have less of this 
unsettling alternative comedy 
(only a vehicle for intellectual mal- 
contents) and more of this Archers 
stuff - it's brilliant (and mine's a 
rural retreat and a fuel -injected 
turbo grouse) 

Wait a minute, I've just got to 
adjust these cans (headphones to 
you). Ah, that's better and who the 
heck's talking now? You see, usu- 
ally at the start of a scene someone 
says something really obvious like, 
'Ooooh, Aaaaar, here rr comes that 
Old raaascal , Jooooe Gnruuuundy, 
he's looking irraaather miserable, 
pessimistic, and lazy, and I think 
he's got a touch of Farmer's Lung h 
and so you know who's going to 
speak next, but there's two charac- 
ters twittering away at the moment 
and l haven't the foggiest who they 
are, 

As l write this, Ambridge is rock- 
ing the establishment with really 



juicy titbits - like Joe Grundy's 
American ladyfriend who he's try- 
sng to propose to: Sid Pertos^ the 
barman and licensee of The Bull is 
up to the same sort ot thing 
wnh..er . . . someone else (a 
schoolteacher, I think), and David 
Archer is thinking of selling his 



more commercial-sound i ng 
Adrian Mote at the slightly more 
commercial time of before Christ- 
mas last year. In tt*al game you 
guided Moley around his environs 
via one of three options, the fourth 
option offering facilities and help. 
With Th& AfChers you have exactly 
the same kind of program so if you 
are familiar with the Mole game 
and the Archers radio program^ 
you should know what to expect. 
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I an Madly in Love with 
B^echaij but whattver X 
i gnores mm * 
Choose one or the rot lowing 
li hope Tii riftfii 
2* arrange to itet Tim in 
Nelson's; . ( 

3 ash hii to the Hunt Ball 
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do . 



Picking up Tim B##cham im mil thmVm on *P* Amhm^m mind at 
the moment* . . * 



house, or land, or both, or some- 
thing. 

He^ wait a minute, what's all this 
North Ootseera, South Ootseera, I 
think I've fallen off the end of the 
Archers into a gale warning and 
now they're getting stuck Into a 
question from Gardener's Ques- 
tion time (sorry about the spelling 
of Ootseera, but it doesn't exist 
alongside Tyne and Dogg er ar *d 
must be a figment of Radio 4 s 
imagination). Well at least I can 
think straight now without those 
rural rustics filling my head full of 
arable silage and food no-one in 
Europe wants or can afford. I think 
it's about time we had a kong-njrt- 
n i ng series al I about everyday ahip- 
building folk - or is it too late? 

Leaving hobbyhorses In the 
paddock lefs get this one properly 
introduced. Mosaic released the 



A job in th& But! Is on after- vrtimF* tft* *N*sf thing tad* In order 
fa keep ff*idtert£#* figure* nice mndHfpHt 
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This program could have been 
terminally dull, as you might sus- 
pect, but has been saved by a 
humorous treatment, good writ- 
ing, and a concept which I really 
liked, that of posing as a trainee 
scriptwriter for the radio prop^ 
ramme. The aim of the game is 
therefore to keep up the audience 
figures and hope for a record 
number of listeners, with memos 
from the Controller of Radio 4 
keeping you on the straight and 
narrow as regards plot lines - 
people who listen to the Archers 
are notoriously dull (and the very 
sort who wiil be surprised when 
adverts pop up right in the middle 
touting tor their inherited wealth 
when everyone else saw it coming 
a mile off). 

As with Mote, the extent that you 
understand the concept (there it 
was popularity with peers, here it s 
getting the balance between tradi- 
tion and filiation) will govern how 
successful you are at playing the 
game. I think the game is much 
better than the radio programme. 
Some of you might well say that 
isn't saying an awuil lot and I might 
bo tempted to agree 



1 



Dave as K s WW out for a drink. 
He nay be a creep but at Least 
he's got soite cash. I teU Dad 
X can do Without his paltry 
a i totiari ce . 

^id Peru needs extra help in 
the Bull. It's toney For old 
rope standing behind a bar 
chatting to people. 
Choose one of the following 
I ■) tell Da d ; 



COMMENTS 



r 



Difficulty: high on payability 
Graphics: not as surreal as Adrian 
fcfote, pleasantly mainstream 
Presentation: super 
Input facility: one of three options 
Response: immediate with type- 
ahead 

General rating; very good 



Atmosphere 

Vocabulary 

Logic 

Addictive quality 
Overall 



99% 
n/a 
92% 
79% 
30% 
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DRACULA 

Producer: CRL 
Price: £9.95 
Author: Hod Pike 



'Here at last! The coach hafts out- 
side theGokten Krone Hotel. It has 
been a scenic journey if nothing 
eJsaf Halfway across Europe 
through some of the most beauti- 
ful countryside I have evsr seen. 
But it is a wikJ untamed landscape 
that seems only grudgingly to tol- 
erate ihe coach tracks winding 
through it like arteries, hurrying 
weary fares to their destinations, 
maybe even their destinies > . . 
Strange that I think that, but r as ! 
leave the coach, the sinister fear of 
something unknown steals over 
me , , . Bah! I am acting like a 
Child) I most pull myself together. 
Here in the Carpathian Mountains, 
I am a day's journey from my 
client's abode. But first some rest. 
East lies the hotel". 

There's a very good reason for 
showing you the first passage; this 
game uses one of the most difficult 
character seta I have ever tried to 
read, complete with very unattrac- 
tive small i's for Ts. But wail a 
minute, I'm a fair way into this 
review and I haven't mentioned its 
chief setting point which concerns 
its 1 5 Certificate - apparently the 
first computer game to receive 
such an accolade from the British 
Board of Censors. There's onfy 
one thing wrong here and that's 
the conspicuous lack of blood and 
gore in the pictures that would 
warrant such a certificate. 

Vou begin outside the hotel and 
a little disagreement has cropped 
up between yourself and the 
coachman who has brought you 
this far. Although he is a rough- 
looking fellow and is no doubt a 
villain and a drunkard, he may well 
have a point in blocking your way 
and It shouldn't take too much to 
work out what his grievance is, The 
nejct location Is the hotel ftseff and 
quoting this one will give you some 
indication of one of the main 
strengths of the gam© - its 
descriptions which read as well as 
a book: 

'I am m the foyer of the hotel It is 
a most intriguing place, adorned 
with the trim and trappings of 
mountain life. Deer skins hang on 
the walls in a rather random fash- 
ion, mixed with the crafted leather 
harness and sleigh beds, adding a 
degree of rustic charm to the 
scene. An ornate carved pine stair- 
case leads up to the bedrooms 
above. Through a most pictures- 
que archway to the east lies a din- 
ing room, while south leads to the 
Reception desk. Westward, 
through a heavily timbered door, 
lies the road, Flickering oif lamps 
cast shimmering pools of yellow 
light around the room, creating 
dark mysterious corners, corners 
where evil could hide and quietly 
fester, unseen until. 7 p . 

It doesnl require too much to 
find and ring the bell at Reception 
whereupon a poorly dressed but 
clean innkeeper, who speaks only 
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pidgin English, appears on the 
scene and , like everything efse you 
encounter before retiring to bed, 
he gradually raises more fear, dis- 
turbing you In a very fundamental 
way. In the first game I played I 
awoke from some pretty wiid 
nightmares to be stabbed by the 
innkeeper, but on subsequent 
attempts the Innkeeper was kind 
enough to direct me to the 
stagecoach outside. The rkle in 
the coach ended up in a mountain 
ravine r however, so how about 
skipping over to Part Two or Part 
Three? 

The Arrival Part Two, telis of an 
eventful coach journey which ulti- 
mately brings our man to the cas- 
tle. After a night or two and some 





long discussions with the Count, 
he realises that not only s he a 
prisoner, but his life is in danger. 
Escape becomes his one obses- 
sion. Should he succeed, he vows 
to write to his friend in England to 
warn of his discoveries. The castle 
holds terrors beyond his worst 
nightmares. 

The Hunt. Part Three, sees Doc- 
tor Seward, a psychiatrist at an 
institution for the insane in Eng- 
land, recede a very odd letter from 
a friend on business abroad 
Something about boxes of earth 
and the 'undead'. Although he 
fleeting ly wonders about his 
friend's sanity, he resolves to 
investigate further. He also has 
problems cf his own. An inmate, 
Renfield, has gone missing and 
though not considered danger- 
ous, the malignant influence of 
Dracula is suspected in turning the 
man's subdued character. 

The BSC banning a pop record, 
quite rightly, resulted in ft topping 
the hit parade. The young have for 
some ti me now been fascinated by 
Wood, gore and things that up and 
go waJkabouts In the dead of night. 
Any marketing man worth his desk 
top toys knows these facts, but 
this shouldn't unduly colour your 
view of this game. The character 
set takes some deciphering but 
once understood the game turns 
out to be well written and a good 
read 



COMMENTS 



r 



easy first part 
i: contusing charac- 
ter set 

Input facility: verb/noun 
Response: looks Quitted 
General rating: spooky 



Dear Derek, 
It's long beer 
tree letter 



Atmosphere 

Vocabulary 

Logic 

Addictive quality 



96% 
85% 

m% 

8S% 
89% 



- published In 
CRASH. So I thought I d stand a 
good chance rf I couW just so ive 
an adventure soon after Its 
release. Fair enoug h T the game 
in question r Vera Cruz by infog 
RAM&S, isn't the most puzzling of 
adventures P but nonetheless It's 
excel lent and very realistic . 

In the first pert it's very impor- 
tant to scan the whole scene of 
thecrlrne^perttcularty to the left 
of the armchair base and hand- 

a:ont#rrts. This section w*li 
take you a few minutes to 
srall the evidence. 
At the start of Fart Two you 
are asked for a list of items dis- 
covered on site. Pay attention to 
the numbers on the pistol and 
cartridge, and also one of the 
cigarette stubs, H you found the 
diary in the first section, make a 
note of the addresses. They are 
all relevant toyour investigation, 

From statements given it is 
possible to find out who com- 
mitted the murder, but to do thi a 
you must take second state- 
ments from two of the suspects. 

You &an gat the name and 
addresses for your first state- 
ment from the diary - Nedlne 
Lafeui He - she won't reveal 
much, but make a note of It, par- 
ticularly the nickname. Your 
second statement should come 
from the caretaker of the vic- 
tim's apartment Thi a time, 
some informatjkm Is vrtaf - the 
first part of a car registration 
number. 

Cany out an autopsy on Vera 
Cruz. 

Gather information from 
CRflJ LYON on the following: 
Vera Cruz, Wstol MAC50 No 
Q56743, Fuzzy. 

One of the latter should take 
your investigations elsewhere, 
when you If discover the second 
part of the car registration Get 
the name and address of the 
owvner from PREF LYON. The 
obvious choice for the next 
statement la this chap. He 
should be askvd for a second 
statement later on, Correlate 
the evidence you have with him. 

From the nickname given to 
you by Nadine laf wille, you can 
find the name and some details 
about him. Ultimately, this leads 
you to his address where you 
can take his statement Also, 
during this part of the investiga- 
tion, you come across the name 
of the 



matchbox as your source, you'll 
find him and can take a state- 
ment from him. This gives you 
another lead. Follow it up and 
get a statement. 

By now, you should be close 
to finding the murderer. By fol- 
lowing up leads from Informa- 
tion gained via other police sta- 
tions and squads you should 
have found out about the jewel- 
lery robbery and the theft of the 
pistol as well as several other 
snippets of information which 
may help. A statement from the 
jeweller himself may provide 
you with further dues. 

Correlate evidence with the 
oar owner s brother, then take 
second statements from both of 
them. The car owner's second 
should sew up the case when 
you go ahead with the arrest. 



MS BUGS 

Dear Derek, 

PI Base find enclosed a Swotds 
& Sorc&ry debugging program. 
It removes some of the game's 
worst bogs and allows compila- 
tion! with onty two sabatona and 
one greave , It requires a saved 
character to act upon, which 
must be loaded, and a visit to 
'centre point' made. The mes- 
sage ' Version 2 1 wilt i 
debugging. 

10 CLEAR 28000 
20 RESTORE 200 
30 FOR N = 28000 TO ! 
READ A ; POKE H£ : NEXT N 
40 PfllNT"LQAD IN VERSION 
ONE CHARACTER" 
50 GOTO USR 28013 
60 RESTORE 300 
70 FOR N = 60306 TO 60343 : 
READ A : POKE N,A : NEXT N 
80 PRINT" START TAPE 
RECORDING" 
86 PRINT" PRESS A KEY" 
90 PAUSE 0 : GOTO USR 28000 
100 CLS : PftlNT'FlNISHEO" 
110 STOP 

200 DATA 62, 255,221, 33, 0, 234, 
17, 15 

210 DATA 17,205, 104, 4, 201. 56, 
62, 255 

220 DATA 221 , 33, 0, 234. 17, 15, 

17, 205,86 

230 DATA 5, 201 

300 DATA 188, 6, 198, 100, lit, 

192,217,171 

310 DATA 235, 229, 224, 101 , 192, 
229,222,93 

320 DATA 10, 229, 100, 118, 192, 
229, 105, 116 

330 DATA 5, 1 92, 222, 248, 1 9, 87, 
40,249 

340 DATA 111, 60, 0, 240, 248, 




ROUTINES 

Dear Derek, 

Further to the letter my friend 
Finn and I sent on Nov 1 regard- 
ing s Brewstar-to-Engllsh trans- 
lation program, I have now come 
up with two small machine code 
routines to print out the voc- 
abulary of a program. The first 
one Is not that different from the 
one featured in CRASH 
November ta&ua, but Is shorter 
and hes more features (more 
follows . . . ) The second one is 
for Gutted adventures end 
shares Hie same features: 

1 Totally relocatable 

2 Can redirect output direct to 



3 C*n output to Microdrive w 
disc (Beta and Opus known}. 
Any Interface supporting 
streams and channels printing 
via the A reg ister and the RST 16 
i nstru otl o ri 1 - 

Quilt Routine: 

1 0 LET TOT = 0 : FOR N = 23296 
T0 232M* 27 : READ A: LET 
TOT = TOT + A : POKE N,A : 
NEXT N 

20 IF TOT <> 3162 THEN 
PRINT" DATA ERROR" : STOP 
30 RANDOMIZE USR 23296 
40 DATA 62, 2, 206, 1 , 22, 33. 192, 
93,86.62,255,146,254,128,48, 
5, 254. 32, 56, 1, 21 5, 35. 62. 255, 
166,32,237,201 

Substitute 23296 lor any Start 



Substitute the number 2 with 3 
for printer output. Of substitute 
ft with the stream you wish to 
print to. FX 4 and then insert a 
line 25 so: OPEN4;"M";1 
;"DATA" 

NORMAL ROUTINE 

10 LET TOT = 0 FOR N = 23296 
TO 23320 : READ A : LET TOT = 
TOT + A : POKE N,A : NEXTN 
20 IF TOT <> 2558 THEN 
PRINT' DATA ERROR" : STOP 
30 RANDOMISE USR 23296 
40 DATA 62, 2, 205, 1, 22, 1, 162, 
93, 10. 254, 128, 46, 5, 254, 32,56, 
1,215,3,62, 255,184.32,240, 
201 

The difference In the normal 

routine la: 

CHKLOOP 

Using BC register Instead of HL 
not using D register but load A 
register with contents of (HL) 
Not SUB anything as not neces- 
sary as with the Quill as here we 
have the ASCII codes and do not 
need to convert them, 
NOPRIMT ROUTINE 
INC BC instead of HL and CP B 
instead of CP H* 

I hope you find uae for these 
routines and aive rnv reaards to 
the rest of the teem on CRASH. I 
can help with various adven- 
tures and at the moment playing 
Cotoasai Cavern on the main* 
frame at work and infqcom's 
HHch-htker'a Gtdtfe to me 
r on the office PC 



ASSEMBLER LISTING QUILL ROUTINE 



ORG ANY 
EQU 1601h 
LD A2 
CALL STREAM 
LD HL.24000 
CHKLOOP LD D,)HL) 



CP 126 
JR 



CP 32 

JR C?N0PRINT 

RST lOh 

N0PRINT INC HL 
LD 

CP H 



STREAM TO OUTPUT VIA 
OPEN THE CHANNEL 
START ADDRESS TO LIST FROM 
I WISHED THAT I HAD A PRINTER 
HAVE LOADED D WITH CODE TO 
CHECK 

SOACANSUBTCTCOKT ADDRESS 
CHK UPPER LIMIT ASCII CHARACTER 
IFTOOHIGH GO SUBROUTINE 
NOPRJNT 

CHK LOWER U MIT ASCII CHARACTER 
IF LOWER GO SUBROUTINE NOPRINT 
ELSE RST 1 6 {OUTPUT VIA CHANNEL) 
NEXT ADDRESS IN M EMORY 



BY THE TIME YOU 
HEAD THIS LETTER 

Deer Derek, 

I have sent off for the Graphic 
Adv&ntum Creator and will 
probably have ft by the time you 
read this letter. Throughout the 
pa at year I have seen retrieval for 
Quilted games range from awful 
up to SMASHes. What I would 
like to know Is what you loott for 
In these adventures ? 

I would be very gratefu I If you 
would reply as rt would help me 
and many other writers of these 
types of adventure to produce 



CHK REACHED TOP MEMOGY 



any of the Lone Wolf games by 

ARROW PUBLICATIONS which 3T* 

based on the Lone Wolf atfvan- 
ture books by Joe "Judge Death 1 
Denver. The games came out a 
f ew years ago, and t would I Ike 
to find someone who has played 
them so I can find out If they are 
any good before I buy them. The 
two T know erf are called Fire on 
the Water and Flight from the 
Dark, and there may be a third 
one called Ice ttatls of Terror, I 
think they are only written for the 
Spectrum 4BK end either come 
with e book Of without* 1 would 
be vary greatfu! If you could 




Th ere Mho ut d be good uh of 
colour to make Che screen 
interesting, and tt graphics 
are included they should 
remain on screen mnd should 
be of high qualify. It graphic* 
supply information for the 
game then mil the better. 

Text should be of m reasona- 
ble length but not so long as 



10 tines is 
Vocabulary mnd 
friendliness is probably the 
newt most important aspect" 
the player should be allowed 
to do a lot more than simply 
what Is needed to complete 
the game. A certain de g r e e of 
subtle humour should be 



Mo comment on the first part 
Of your letter - I'm mure I've 
been there before! But the 
second part spurted me on to 
past Issues of this Illustrious 
chronicle (CRASH, dimwits) 
and March 83 in particular 
where Aftfl ow pubucatiows j 
cited with a FIRE ON THE 
WATER, £7.95, an 
hands of one Joe I 
a Qary Chattu 

h is an Interesting review If 
there to say so my se l f with 
thumb nail sketches of the 
two authors. HUE OH THE 
WATER was Book Two j 
rently t with FLIGHT FROM 
THE DARH appearing first 
and, according to me then, 
res to be THE 



i nf tHm mliNar mctiruim. 



IdldnH rate the \ 
highly r but rl 

marks for that month, f i 
marking realty tough JHfte Bjf! 
Reading the review (always m 
better idea than iust looking 
mt the mark} W transpires to be 
m very attractive game and of 
to these wh o 




is ter more Important Finally* 



solve m few problems before 
the real"stlnker'\ There's 
nothing worse than spending 
three hours trying to gel out 
of the first location feapa- 
\ you're only One 



about getting eld i 
this month*! r e ceh re d m letter 
which claimed difficulty In 
obtaining such a j 




Deer Derek, 

Last year I bought Lord Of The 
Rings and its spoof but Lord got 
a SMASH and Bored didn't. I 
found this very strange because 
the spoof ts just as good as Lord 
rf not better, and I agree with 
Richard Hewson and your emi- 
nent self on this point Lord Of 
The Rings Part Two will have to 
be much better then Part One or 
Phil M etch all will loose all of his 
well-earned reputation for good 
adventure writing, The first Lord 
has Quite a lot of Tolk ten atmos- 
phere end Is fairly descriptive. 
Unfortunately the graphic qual- 
ity of the game is very poor and 
It would have been better with 



DROP AIL 

Dear Derek, 

After reading Mr McGregor 1 s let- 
ter in the December issue ask- 
ing for a get/drop all routine I 
have the answer as follows!- IF 
(VERB TAKE) AND NOUN (ALL) 
AND HERE (OBJECT NUMBER 
2) MESS {YOU TAKE IT) GET 
(OBJECT NUMBER 2) END. Drop 
all is the same oniy you replace 
GET with DflOP, However, If you 
have 150 or so objects you will 
need to define 150 low priority 
lines, which could waste a lot of 
memory. Unless you only have a 
few objects in my opinion it Is 
better to omit the gat/drop all 



I 

who write Into SIGNPOST and 
ask II you have played certain 
games which have not been 
reviewed in CRASH, I woufdllke 
to ask rt you have i 




gome, to Don Markwick < 
forhimi 
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: this month cover 
Um entire history of adventur* 
In* if* nice to*** that tft+ old 

Ct*B*ic* Ukm THE hfOeBIT Wrf T£W- 



Jaaon Emery of Uwi, Ea*t 
Suae*r arte; 



i could 

you do one or allot the fatlowtng 
concerning melbouwe house's 
exceuentgame TheNohbik 
1 J Tel* me fiow to got out of the 
gobtfm" area (not just the dun- 
geon) 

2J Where do t meet Gollum? 

3) How do I escape from the 
e^v^' cellar? 

4) How do f see In the dark?" 



to have a map 



t don't 



Wmft until the nartp poftflffi 
enter* (ft* cave wfth the 

E r TAKE RiHG f WEAR RING 
ftypo in wear ring after #ach 
direction enteredj f H*S,W f with 

CRACK, U r S. E. With the ring 
you will be able to 
around thm cmv*m\ 




peseing the Kmrumh ft not 
f»^iJ#rf to #ttoi. 

Try PUT MIRROR TO CAGE. 

Finallythevehadtenerwcom- 
plaining that EXAMINE 
DEBRIS doesn't raveaJ tft# 
ew*«f Irottfe /n the room 
below the tmpdaor. H thim im 
true it may be that the Jenii 
*houtd Aral be freed from the 
immp in the caw at tfce frn# of 
tfte waterfall* if anyone who 
ham got this far could shod 
light on thim problem I'd bo 



Richard Allan ofBfoonmvmn, 
Gwent, I* having dffitcutty 
wfth a couple of adventures 




questions? 

Ooihtm /a lit the goblin etm. 
To aa c ^pa frwBft»Wwf f ^J- 
ku-youmhouid w*ar thm ring 
mttd Man dimb Into a f 
anjf h 

ffina 

light to see In the dark. 



"In Quest For The HoV Gratf 
howdo r get past the Knight who 
says Nlc? 

How do I use the Holy Hand gre- 
nade and where? 
What is the book of Phamaic 
Phrases for? 

In Eye Of Bain, bow do t get 
past th« skeleton In the crypt? » 

To mm the kniuhtyou must 



Keith Tomlinaon #a one of 
many hiving dltftcuity eon* 
oiuding g hemlins and wrftmm: 

have blown up the de pn rt * 
mefit store but Stripe always 
gets away and finds water. I 
have emptied the swimming 
pool but still he finds \ 



After thm 




tyou anouftf have emptied It 
before blowing up the store}. 
How pat thm dmamd Strip* and 
take Mm outside into thm sun- 



*Tii Terrormotinos, I followed 
your instructions last issue but I 
cannot find out how to put the 
clothes and so on in the suit- 
caaa. Also how do you gat 
Doreantofollowyouand howdo 
you enter the tax*? ff 



LOBOREHADEAT 
1 I hauenf « clue what 
thm book is fbr § maybe some- 
ono wiii write in and lot mm 
knowt To paem the skeleton In 
eye of Bain aimptySHOW 




to 
im 
CALL 



i don't think If* 

mm 
itp 

nun. 



Rebel planet im Gauming prob- 
i for David Holder from 



"The Hulk 

Howdo you get out of the dome, 
past the high gravity f iefe* at the 
start of the game? 
Vetnor r sU*lr 

I've crosvod the Lava Chasm 
and killed the giants, but the 
border goes black and I die 
through leek of energy - How 
canlre-enerqise?" 



Jonathan AtWnaon in 
onTrmntamka: 



**Com you please tell me how 
to escape from the Barrow- 
Wight Jn the proper version of 
Lord Of The Rings, In the begin- 
ners program Tom Bombadit 
gives you magic words to get 
past him, but in the other version 
this is not so. " 

You could moor thm wing and 
walk peat him or you could b* 



*l am stuck at the beginning of 
Rebel Planet, as I can't fl nd the 
card p or tlx the scooter or open 
any of the container*. Not hav- 
ing the card means r die after 

To get the Acommm card go 
mouth from thm mtmrt and pre** 
the button for the cargo hoid r 
then TAKE VALET to bo given 
thm card. ThemcootercanHbe 
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*h flu i 

TOM, Hff IJP, OUT. in velhor, 
nundmto mm Ukm you ere 
dying from thm mftoctm of rat 
bitm*: beet moiution im to 
either kHI thm rmtmor tmed 
them with apple*. Wounds 
can be h+atad by entering thm 
magic pootr^mugh thm nar- 
row crock. You wiii nrat need 



on kentil-lAj Carol 



^Am I the on#y person ever not 
to have found the Silver Chalice 
and how can I get Timandra 
alive?" 

IdoubtmThechmikteiaintbe 
black mock hi thm Urga-mautm 




^i^L^mmmSc UP °' f T3m * thmatmnm 



And that condudem another 
StGNSTVMPS. Keep on end- 
ing In your t 
utlonm to: 
SIGNSTUMP5 
POBOX10 
LUDLOW 
SHROPSHIRE 
SYS I DS 



There's no doubting the two 
games which supply this 
months SUPER HE* DCS; the 
mail tor l-affaihe vera cnuz and 
ewisv was overwhelming tut I 
managed tomtruggie through 
somehow. 

Veracruz, a* it's coma to be 
known, has ratted one Brian 
Forbes of Qiasgow up onto 
the ultimate pedestal of hero 
worship. Me earned hie 
SUPERHERO credential* on 
October i t* Two of the many 
other* who sent tn solutions 
were Don Mark wick (Oct 20f 
and David Hodgson from 
Durham* I can't tetiyou too 
much about the end of the 
game because it doesn't 
seem right telling you who 
dunnit so without further ado 
ft'* straight onto the next 
SUPERHERO. 

Sugst earned hla carrot on 
November & and made a 
SUPERHERO out of Andrew C 
Ed nay of London* This tut* 
backed at srides venture 
wrap* up Part Two with the 
fotiowing utterance from the 
furry gangsters 'Wit'Gapone 
outta da way, i take overdo 
town, t am Pubflc Enemy 
Number One, Okay f kld t raid 
ya dad's liquor stash. You 
earned IL An 1 if he don *t tike it, 
send f lm ta me\ 

Ho carrot* but no sticks 
either for the runners up. in 
what** been a good month for 
regulars' contributions John 
Wilson o f Rochdale sent in hi* 
usual superb solution sheet 
boasting a pm, 
November f 7 flni*h which 
was just hour* behind the 
au&£Y runner-up, Ted Webb o f 
Hants {1.45pm}< 

in the November issue of 
THE TRAIL ShmrwsmjHr key 
unlocked a SUPERHERO who 
wlti remain anonymous no 
longer, it can now be revealed 
that the Shrewsbury key 
SUPERHERO la none other 
than M C Murray of Leeds so 
let all hi* friend* who 
wouidn*t believe him now be 
Suitably chastened! 



4 TOP TITLES IN ONE GIANT PACK 
NO W FOR YOUR SPEC TRUM +2 
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HERE'S YOUR CHANCE 
TO WIN A HOLIDAY 
OF A LIFETIME 

A fantastic week for two in Rome, 
Combrne ihe excitement and spectacle 
of the World Athletics Championships 
with the sights and pleasures of one of 
the world s most beautiful cities, 





WORLD GAMES 

CBM 54128 Cjs«tff£9.99 

Amtf rad Ctssett* 

Spectrum 48 k Cassette £a r 99 

Atari ST Disk £34,95 

Your Holiday includes 



0ff*£t4J9 

Okk in ,<rc 




Rome is a living vibrant museum with its 
2000 year old past slumped all over its 
modern 20lh century face. Visit the 
ancient Colosseum, scene of athletic 
prowess of another civilisation. Gather 
with the crowds outside the Vatican, 
wailing eagerly for Sunday morning 
blessing from the Popt\ Enjoy the 
hospitality of a nation renowned for it's 
friendliness and for living life to the full. 
Rome is not all museums and history, 
its also a modern city overflowing with 
fashion, shopping and nightlife. From 
the moment you touch down to the time 
of your final departure your week will 
be crammed full with excitement and 
fun. 



World Athletics 
Championships '87" 

Held every four years the Worfd Athletirs 
Championships rival the Olympics for 
I heir prestige and competitiveness. It is 
one of the few oppo rt u n it ie* for a thletes 
to gain worldwide acclaim and for 
spectators to enjoy history in the making. 

How to Enter 

Simply answenthe three questions below 
and the three questions printed on the 
packaging of the game "World Games ', 
complete the entry form and return all 
items to the address shown . In the event 
of a tie break the most original com- 
pletion of the caption, as determined 
by the judges, will the winner. 



The winning pri^e includes I wo a\r 
tickets to Rome, hotel accommodation 
for one week, two tickets for [he World 
Championships plus £100 spending 
money. 

Runners-up Prizes 

The 25 runners-up will each receive 
copies or Supercycfe and Winter Games 
for either the CBM 64/1 2B r Spectrum or ' 
Amstrad. 



in 





RUNNERS-UP 
PRIZES ^ 



y Competition 



RUIES, 

Lifv*'! rci rftfl ifydtrtu ui ih£ U K ciorcipt 
r mpio^^ U.S. Cold I knifed, CrnAjtSali | «r,ii|fed jnrfihiii 
^■•hk ■.jiH l n-mrii'irf, r.irnilN". and jp-'ii ■•<% 
^ in* prim Vian d mil lar- dwurriftl ii> -nirjn^ wm 
coffMjtetai the qurwifp, tunKlfc and In rr* nml of a lln 
bwjt . f <ffhnfete1b^ff*|M!Ofi inilw rati ^H*nd Diwrul 

winninw f*»fl| wiH rrcwlwo am lickeri lo Rww 
l'« ilL'l i (in-iinntj-iiff i n.n ;inf v*iv* m kf h in- *i.irM 
i lMrn|>xir-,ni r ..,. N ijs *\m ifwivlinjt inone% J \ ighr^ up 
■»/\\\ each Tccm-Mpt* of Sup^rvcfc jnd Winto &mtfar 
■"■i-Hfr hr | ivt ijrt j*r.f-. n. ii Ani^jjd 

? ll,,r ^ '"•^ ^ ^ «»™PW*rl * Ali ixdvirp 
w*n ih*> i iiIh- mlr> fnuuu-me-ih n*. ifrkqujhm'ri. 

i> AU i n|nr> rnuid be im uffkul pntfv kwm 

7 "Mo*luertfi farnitjHPltirfteinjihi.Alki^ihrsbBcn™ 

tn* pro|*rtr d 1J.S. Cold and i*nncil Iv nfi|,rn^| 

n U r> d cDTKhnn fji wirv Ihol the icwTrj In br 

Ihilh-hJ ovfff by the ti^>. 

H The < kiwrtt drtin k* fw.wpl 10 .ill filing H Mjfrli 
I '1*7 The piui*wvi»*rt m|| ^ MfJ |,| hl| j |,i ;i,,m ii -4., 

niiniuftf Wurld Ctmti Compfliliofl' w the jddrew, t*fov 
[je rfflrrwt mbu. 

H. Tbe (OJWfilwn Bfrtry ih^ultl ccmiwt nf u& jniwrnH 
Vmtodf, on tiw wtrt brm and *iw+ irX ^nW *i 1he 
pjf Uf*iM uf I hp p(jrw And jth to bp J<»nwairiiH to: 



ie packaging and return to the address below. 
All entries must received no later than lis* March 1967 



✓ Complete- 1 he questions and rapliun below rogethpr with the 
completed questions from thr — j - — — 

✓ Question l. How many hHls is Rorne built on , 
r Question 2. In whai year was the Roman invasion of Britain " 
Question 3. Who painted the renowned ceiling of the Sistine Chappl 



RUNNERS-UP 
PRIZES 



y Caption (tomplete in nol more than 25 word*! Rome is an appropnale venue for ihe World Games, because S , 



i I r I I iu. 



Name Age 



Address 



Tel: 



is a 



j — -v.-- My compuler 

U.S. Gold Ltd., Units *3 HoKtmf Way, Hqfford, Bifmtngham BC 7AX. Tel: 021 356 33Sfl 



So how's the New Year treating you so far? I've? made a few New Year 
Resolutions and managed to keep them up until now! The first one 
on my 1 ist Is to keep a sharp eye on my ZX Printer so that the POKEs 
donH have any mi&takes In them ever again . . - ! I've also promised 
myself thai I'll cut down on the frequent visits thai CRASH team 
members make to Ludlow's Indian Restaurant.Tl'ieSnaplaTandoori. 
Waist bands are expanding just a little too much for comfort at the 
moment. My last resolution is to start being nicer to the poor put- 
upon Comps Minion. No more fights with Girlie perfume and no more 
stapling his jumper to the table when he isn't looking. He's goang on 
a diet too because he' s getting a bit porky a round the midriff as wel \l 

I horje everyone enjoyed the Christmas Special Tips. I had 3 quick 
peek at C & VG p s C hristmas pamphlet to see i f there was any reaction 
from Melissa Gravytraln. Poor girl seems lo have been f righteneti 
into silence by the prospect of Graeme and I stomping down to the 
C&VG d ungeons to pay a soci a I visi L But do not worry, gen tie re ader; 
you'll be the first to hear about our exploits in the pages of CRASH, 

Once again, the Playing Tips section is packed. Lots of POKEs and 
acres of Tips, not to mention the odd map or two. Top Tipster this 
month is a very ambiguous person who calls himself The 3k u n* a nd 
comes from Frfe in Scotland. He's sent in an Ingenious loader which 
can be used for quite a number of games, asTong as you have the 
relevant data bolted onto the end. This makes typing in routines a lot 
\ e ss of a bind so he wins the £20 worth of software this mon th for his 
POKEs on Cobra, Fjtrfight // and Bobby Bearing. 

Cartographer of the Month goes to Rajvindei Johalfrom Littleover 
in Derby for his maps of Undium. We've got the first five Dread- 
noughts on page 64, and next month there'll be another five^ It was 
a hard toss-up though between thai and Alistair Robson's map of 
Firefordor Richard Pitman's Fairiightfl, part I. Richard Uvea In a little 
village calfed Shepton Beauchamp which is near llminster in Some* 
rset. There's also a map of Dandy from D Wray, and a map of Avenger 
from two individuals who call themselves D (Zen,? Williams and J fi&b} 
Goll&dge. 




HEARTLAND TIPS 



Here's the solution to the first 
four levels of this game, which 
was the subject of a main map In 
the Christmas Special. If I'm 
feeling generous {and rf some- 
one sends me In some tips for 
the remaining two levels, bwah) 
I 1 II include the rest next month. 
Anyway, many thanks to John 
Wittaker and Jeffrey Duncan who 
live in Belfast for these tips. 



LEVEL ONE 

In the room at the start of the 
game, wart for your hat to 
appear, get ft and go as far left 
as possible, Wait hero for the 
book. Pick tt up and go right until 



you get bade to your bed. Go to 
the door on the toft, turn to face 
outwards towards the screen 
and go in* Go right as far as pos- 
sible and the book in your inven- 
tory starts flashing. Wait here 
until the page drops. Get the 
page and retrace your steps 
back to your bed. Go to the bed 
and press fire and you proceed 
to Level Two. 



LEVEL TWO 



Go to the door at the left of your 
bed, face inwards and go 
through, Go to your right and 
into the next room. Go through 
the door on the right-hand side 
and go through It, The book 
starts flashing here p so waft until 
you get another page. Go to the 
door you just came through and. 



facing outwards, go through it 
N ow go to the door on your rig ht 
and go through it. Go left. In the 
next room go through the door 
on the left Go to the bed and 
press fire. You now proceed to 
Levei Three. 



LEVEL THREE 



Go left from the bad- Go through 
the door on the right of tti* next 
room and enter it facing out- 
wards. Go right twice from this 
room and wait until a page falls. 
Get the page, go left twice and, 
this time facing Inwards, go 



through the door. On the next 
screen go right and you find 
yoursetf back at the bed, Press 
fire sgain and proceed to Level 
Four. 



LEVEL FOUR 



Go through the dooc on the right 
of the bed facing outwards. In 
the next room go through the 
thin wall on then left then go left 
again. On the following screen 
go through the door on the right, 
facing inwards, Go through the 
door on the left, then go left and 
through the door on your right, 
Then go through the wall and 
through the door on the right. In 
the next screen go through the 
door on the left, then the door on 
your right. Next go through the 
wall on the left on the next 
screen and wait here until the 
pegs falls down. Get the page 
and retrace your steps to the 
bed. Press f ire and to go to Level 
Five + 

Some additional tips: on Level 
Three the spacemen don't come 
to life again; on Level Four the 
walls are so thin you can walk 
through them. The Bubble Spell 
replenishes your energy and 
small Star Spells make you 
invisible, big Star Spells 
decrease your energy and finally 
the comets or Fireballs are the 
best weapons to use. 



ANTIRIAD SOLUTION 



Way back in November, Dsn 
Melons, the elastic -featured 
designer from palace came to 
CRASH Towers to show us The 
Secret AnttQur of Antiriad. 
Although tine game narrowly 
missed getting Smashed by the 
CRASH Reviewers, some 
people are still hawing mucho 
problemettes with it. Never tea r 
though, because Jethrg Perkins 
from Crawley in West Sussex 
has sent In the complete solu- 
tion to he I p you locate the secret 
armour which you so dearly 
seek. You should be able to 
finish the game into the bargain 1 
Hope IVe managed to decipher 
your handwriting correctly, Jet- 
hroE 

From the start go left or right 
depending which side of the forest 
you start on h but first collect the 
stones as these are invaluable. 
When you reach the rggm with the 
armgur pump vertically onto the 
pedestal then jump across onto 
the ledge with the armour, Enter 
the armour and wail until you are 
back up to full strength. Then go 
left five times until you reach a 
room with a tree, two platforms, an 
energy recharger cell and two 
aliens (one red, one green). Kill the 
two aliens and then jump onto the 
lower platform. Now jump to the 
right onto the higher platform. 



Jump to the left and gg through 
two screens (one directly above 
and one left and above), Land on 
another platform. Kill the red 
aliens, then jump left onto the left 
platform. Then jump right and land 
on a floor lover Kill the two aliens, 
then jump left gnto the central plat- 
form. Avoid the purple monster 
and jump up left again, collecting 
the anti-gravity boots. Then go 
right off the screen, drop down the 
hole and go nghl until you find the 
armour again. You can now take 
off. Go up, up. up again, (don't col- 
lect the energy cell yet) right, right, 
collect the pulsar beam, left, left, 
left, shool alien, up, take tefl-hand 
exit up, right, (shoot a kens), up. 
shoot alien h exit armour, collect 
energy, left, shoot aliens, coWeci 
implosion, move right, enter suit, 
down, left, left, shoot aliens, col- 
lect energy, up, left hand exit up, 
left, left, left, up r up, right, collect 
particle disrupter, left, left, collect 
energy , up, up, left, collect energy, 
up, up. (between two parts of 
machinery), stand in between the 
two flashing gloves and you've 
done it. You get the message 1 ' Ob- 
struct sequence initialised. Five, 
four, three, two, one". (Lots of 
f fashing and noise). "The oppres- 
sors are defeated. Your race is 
free." 

CooOp makes you feel good to 
be alive N eh? 
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agine Software (1984) L 



834 3939 Tefex: 669977 




COBRA POKES 



Using the Special Loader given 
to you by "The Skunk' (see Fsk- 
Hght H POKEa), add this DATA 
on the end as line 100. Tills gives 
you infinite lives, although when 
I tested the POKEs I didn't get a 
full duck ee 'The Skunk' had 
promised. Oh well, it still makes 
things easier for your Big Tough 
Guy. When the game hi loading, 
the screen completely corrupts 
but ae In Falrifght It DON'T 
TOUCH ANYTHING. When 
loaded, it automatically flips Into 
the game. Amazing, eh? 

Don't forget to type the spe- 
cial loader In first, and then add 
the following DATA: 

100 DATA 226, 81, B3 f 168, 186, 
97, Ba, 152, 92, 196, 68, 62, 183. 
50,100, 136, 62, 201 , 50, 167, 154, 
3a, 95, 251 , 17, 0 # 9i , 1 , 14, 0, 21 3, 
237 p 176 T 201, 33, 2O0, 249, 1T I 
254, 255,1,33,152, 237,184, 195. 
16, 175, 18062 

BOBBY BEARING 
POKES 



I don't think these POKEs have 
been done before In Playing 
Tips, but I'm sure that you'll all 
correct me if I'm wrongl Once 
again 'Tire Skunk 1 , using his 
amazing special loader, has 
come up with some extra DATA 
to make sure that the time never 
goes below 900. Type I n the spe- 
cial loader (see F&trilght It 
POKEs) and then type thla Ultra 
DATA In at fine 100 

100 DATA 186, 84, 183, 181, 0, 
91,111»1S6 V 16, 106, 110,62,38, 
SO, 190, IDS, 196. 0, 91 14056 

The screen "will look completely 
corrupted, but bear with It and 
everything works out okay, I 
wonder whc this Skunk' really 
le? Will he/she ever reveal his/ 
her {its?) true identity? (Could 
this be the Clark Kent of the 
computer world 7) 



SPLIT 

PERSONALITIES 
CORRECTION 

Ben Stone our resident games 
com mentator has eventually got 
our ZX Printer fcxed so there 
shouldn't be any more mistakes 
In the Playing Tips listings (as if! J 
Anyway, here's a correction 
from a while back for SpUt Per- 
sonalities. For eoma totally 
Inexplicable reason „ I missed 
out a whole line of DATA. Well, 
deary me, Here it le In all to 
glory: 

1 110 DATA 6, 94, 33, 0, 0 

It should all work perfectly new. 

CRASH February 1967 63 



FAIZLIGHT It MAP 




FAtRUGHT II POKES 

Fairitght H lakes up the story of 
hapless Isvar where the original 
f airtight left off. This time Isvar 
is given another chance to free 
the lend of Fairiight. This is no 
easy task, but do not despair for 
help is at hand, 

A chunky letter from "The 
^un*' from Fife in Scotland 
seems set to solve all you/ prob- 
lems. This clever chappie has 
developed a special loader 
which works for many different 
games as long as you have the 
relevant game data. Simply type 
in the loader down to line 99 and 
then tack the relevant DATA 
onto the end in the form of line 
1 00. Then type ft UN and start the 
game tape. Alternatively the 
program can be saved on tape. 
If this is the case LOAD h ' T the 
loader and then MERGE 14 " the 
eitra DATA and then RUN. Easy 
eh? 

•The 5* Link' has sent in five 



sets of POKEs and each set 
works by using the special 
loader. If you save the loader to 
tape, this saves Jots of typing in 
for your over-worked little 
fingers. Anyway, enough ofthis 
technical waffle and here's "The 
Skunk " contribution for Fair- 
light 11 These POKEs give you 
infinite energy, open locked 
doors and enable you to carry 
any weight. * 

Type this in first fit's the spe- 
cial loader which you'll need 
before all of 'The Skunk' "s 
routines): 

1 CLEAR 6S000: LET I 0 

2 FOR a 64223 TO 1e9: READ si 
IF s 999 THEN POKE a,*: LET 
t-t-s: NEXT a 

3IFs (THEN PRINT ERROR 
IN DATA": STOP 

9 RANDOMIZE USH 64225 

10 DATA t4,46>33.e9.5.93 
15 DATA 22,250.1 , 1 34,0,21 3 



20 DATA 237,1 76, 235,35, 35 
25 DATA 34,93.250.46,1 22 
30 DATA 112,46,215,116,46 
35 DATA 207,54,188.33.38 
40 DATA 210,34,126.250.225 
45 DATA 49,61 ,251,221 .225 
50 DATA 2W H 191. 55,3 ,249 
55 DATA 233 ,49 ,65 £51 .221 
60 DATA 225.209,59,225,193 
65 DATA 205,29.251 ,24,43 
70 DATA 221 »110 p 0 p t24,1 70 
75 DATA 1 7 1,22 1 , 1 72,221 
80 DATA 1 73, 1 73.221 ,1 1 9,0 
85 DATA 124,203,99,40,3 
90 DATA 129,131,146.128 
95 DATA 103,221,35,27,122 

99 DATA 1 79.32,225,20 1 

LIST it and then type the extra 
DATA for Fairiight It 

1 00 DATA 244 f 63. 10. 186, 0, 91 , 
252, 158, 180*165, 141,50,221* 
116, 62, 24 b 50. 77, 125, 50, 100. 
122, 195 H 0.91, 14903 

Now press RUN and start the 
Fairiight tape. 

Don't panic because the screen 
looks completely corrupted and 
it seems as K the game isn't 
loading - be patient and let the 
tape finish, H you listen carefully 
you can hear the Fairiight //tune 
very faintly. Press enter and the 
game appears as if by magic. 
Isvar now has infinite energy 
and is able to open locked doors 
and carry enormous objects. 

Cooo. 'Trie Skunk' says that he 
will send in more POKEs which 
can be used with his Special 
Loader, so watch this space (as 
they say). It looks as if the regu- 
lar hackers have got a challenge 
on their hands!! 

Solution 
To Part One 

You really are being spoiled this 
month. Not onry are there some 
Juicy POKEs for Fairiight H to be 
getting on with, but now there's 
the route to complete Pari One 
of the game. But don't thank me, 
Gawd, dearie me no. Paul Cnpps 
who lives in the sunny Isle of 
Man is who we have to thank, 
No-one has sent in a full solution 
for Part Two of the game - hope- 
fully one should have turned up 
in time tor next issue - 

Go rtflht, dOV^n, down, right, nghi. 
nght, nghi, prck up rock, down, 
down, down, down, down, down, 
left, left, get potion r soft, left, left, 
left left, ten, left, top nghi. drop 
rock, stand on itio gel the chicken 
and the key. left, up, up. make sure 
you are in The room with the two 
barrels and a bubble. Right, up 
up, with cursor on the key, peck up 
abiect m tront of hate. Go through 
the trapdoor, right, down. left, left, 
left, right, nghf. You should now 
be m roam with a potion m it 
Right, right nght, right right, righi. 
up, up. up, up, up, up, up, nght, 
nghi, use She object you gol from 
the room with the trapdoor and «t's 
time to move onto Part Two . 




GREAT ESCAPE 

POKES 

Those Hackers from Haxby (and 
Pockfington} are getting even 
more industrious tay the minute. 
After all their contributions In 
the Christmas Spec<ol f would 
have thought that they would 
have been quite worn out - ARE 
THEY HECK! Even after the 
Christmas festivities they are 
still raring to go and churning 
out the POKEs, This routine is 
for The Great Escape it you're 
too lazy to try the different per* 
mutations in order La escape. 

These POKEs get rid of all the 
guards, dogs and prisoners. 
However, don't attempt to 
escape without the right equip- 
ment or else you'll still be siting 
in solitary! Completing this one 
is still fairly hard according to 
Smith, Beran and Auslm, Surely 
some mistake there lads?? 

10 REM C SMITH J BEAN D 
AUSTIN 

20 HEM THE GREAT ESCAPE 
POKES 

30 CLEAR 65535 
40 RESTORE 
50 LET tot 0: LET w \ 
60 FOR f - 499S4 TO 501 36 
?□ READ tj; LET tol tot - v**a 
B0 POKE f. a : NEXT t 
90 IF tot 194BO THEN PRINT 
•ERROR m DATA": BEEPtl: 
STOP 

100 PRINT # t AT 1 J; "START 



ZIHC-Q-NE 



ESCAPE TAPE2 

110 RANDOMIZE USR 

1000 DATA 221, 33,203, 92, *7, 

234, 6, 62 

1010 DATA 255, 55,205,36, 5 r 
210,64,196 

1020 DATA 243, 237, 94. 33. 1 09, 
195,229,33 

1030 DATA 200. 98. 229, 51 r 51 
17 3 252 

104O OATA 1, 49, 3, 33, 253, 94, 
62.202 

1050 DATA 237. 79. 195, 200, 96, 
33,135, 195 

1060 DATA 229, 33 t 39, 252, 229, 
51,51, 17 

1 070 DATA 49, 252. 33. 49, 252, 
13 3 

1060 DATA 52. 210> 237, 79, 195, 
39,252,33 

l09OOATA49,252 1 17, 193, 138, 
1 , 02, 0 

1 100 DATA 237. 176, 33, 212, 138, 
34,217.136 

1110 DATA 34, 221, 138, 33, 202, 
135,34,229 

1120 DATA 136. 33. 239, 134 34, 
249, 138, 62 

1130 DATA 195, 50, 13, 139. 33, 
161/195,34 

1 1 40 DATA 14 , 1 39 , 1 95, 193, 1 38, 
33, 224, 255 

1150 DATA 34, 200, 254, 62, 195 
50, 199, 254 

II^D ATA 33, 206, 195, 1, 15, 0, 

1170 DATA 255, 237, 176, 195, 

147,254,62,201 

1 160 DATA 50, 43, 200, 33. 229, 

254, 195. 202 

1190 DATA 254 



THE GREAT ESCAPE: MORE TIPS 



Last issue f printed some tips to 
help get you started on ocean's 
The Groat Escape. As you will no 
doubt have gathered, there are 
various ways to complete the 
game involving different objects 
and different escape routes. 

Hugh Miines and Kevin Ewan 
have discovered this way out of 
the Prisoner of War camp which 
I shall pass on to you. Sorry I 
couldn't use your map tads, but 
it has already been done! 

First get the Red Cross parcel- 
Open ft and take the money to a 
guard and drop H. Trie guard 
should put you in solitary confine- 
ment. Now get the wire cutters. 
Take them to the fence opposite 
the tunnef marked in red, cut the 
fence and go into the tunnel. Keep 
going forwards until you come to a 
room with a spade in it. Pick up the 
spade, take it out of the tunnel and 
cut the wire. Go to the hut you 
started out in. Push the stove to 
one side and go into the tunnel and 
drop trie spade and the wire cut- 
tors. Now get the key and go into 
the room containing the food, 
Untock the door, Now go into the 
room with the torch and pick ft up. 
Take it to your hut and put it In the 
tunnel. Now wait until the next day 
and get the Red Cross parcel. 
Open it and get the papers Take 
them lo your hut and put them in 
the tunneJ, Wait until the next day 




(or get taken to solitary because 
it's quicker!) and get the next Red 
Cross parcel. Open it and get the 
compass. Take it to the tunnel and 
drop it. Stay in the tunnel and pick 
up the spade and the torch. Find 
the part of the tunnel which had 
collapsed and dig through It. then 
drop the spade. Take the wire cut- 
ters, the papers and the compass 
to the end of the tunnel. Cut the 
wire, drop the cutters, pick up the 
papers then go back for the com- 
pass and take it outside the wire- 
Drop the cutters, pick up the pap- 
ers and walk down and votia< you 
should have completed the game 
and be testing the sweet air of free- 
dom! 
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WAR POKES 

Once again Phil Churchyard has 
been attacking some more 
games The latest to fall under 
his POKEing fingers is War, that 
dastardly shoot em up from mar_ 
tEOH \n lactp the last time I heard 
from Mr Churchyard he was still 
reeling from too much Christ* 
mas puddmg. But then again, we 
are fnto the intensive diet sea- 
son now! 

Type Urns routine mto your 
Spectrum and press RUN. It 
9«ves you infinite lives in both 
versions of the game. 



10 CLEAR $5504 

20 BORDER 0: INK 0: PAPER 0: 

CLS 

30 LET TOT-, 0 

40 LET WEIGHT -0 

50 FOR i 30000 TO 30124 

60 READ a: LET 

tot -tot ■ weaqht a 

70 POKE LET 

weight weight h 1 

80 NEXT i 

$0 IF TOT 912658 THEN 
PRINT "ERROR IN DATA": 
BEEP TiSte STOP 
1 00 INK 7; PRINT AT 21,9; 
M START TAPE" 
| 110 RANDOMIZE USR 30000 

1 000 DATA 205,90, 1 1 7,33. 1 82 

1001 DATA 32,1 £6,0,206 

1002 DATA 233,25.205,90,117 

1003 DATA 62,5B ( 50, 1 23,33 

1004 DATA 62.251,50,8,95 

1005 DATA 62,217,50.1 !,95 

1006 DATA 33,1 12.1 17,17,0 

1 007 DATA 64,1,61.0,237 

1008 DATA 176,201,221.33,0 

1009 DATA 91, 17,17,0,1 75 

1010 DATA 55,205.86,5,221 

1011 DATA 33,0,91.42,63 

1012 DATA 92,19*5,116,8,62 

1013 DATA 252,50,174,252,62 

1014 DATA 209,50.1 77,252 33 

1015 DATA 163.25Z17A128 

1 016 DATA 1 ,232.3,237 1 76 

1017 DATA 33.0,128,34,216 
1016 DATA 252,33,36.64,34 

1019 DATA 30.253,195,209,252 

1 020 DATA 33,54,64,1 7 225 

1021 DATA 255,237,63,156.255 

1022 DATA 1,7,0,237,176 

1023 DATA 195.51.255,175,50 i 

1024 DATA 169,144,195,102,141 



adaptation nt die art nk- tlmt&yiui cuminm 'wLiltc 
ij ftfti the fair Princes?* l^ipfmcvW^kle^ tu buck tlm«j 
Cgi»ltL ils.il i.s in the cifclkv wktcll is under the proieciii 
H need lijilnniv; reflexes .iik! judgement to fi^ii ilie I r/ 
dvciUure you w ill be rushed w rapids insnarrel .mil 
bxip< toli^iIi t tl> will present problem* lor \ ou I m.ilh J 
■j-tk u lic» t imu- .dive From the vcn^ntrih itself u> L-iirtlag 
n-ivii^iie the dangerous tengfcln jump at. ruvs e!i p 



p radons Lair" 1 part one timdii J Duririg 1>irk, 
tgli the nrjjjoifs I. hi and relieve Sin^roi some 
Bpf the cunning and lethal la/ard kini; 

ttreu I Mi k si i 1i iriUnvi c I k i - mj»h the realm "In 
X 1 ><rk . 1 1 1 *. L 1 1 1 j r i 1 1 1 1 1 1 n m -i . mini Uktc the run b i ^ 

i a ltd freedom i* von 






HAVE YOU GOT 
WHAT IT TAKES TO B 



II 




Top Gun puts you in the fighter pilots seat 
of an N 4 Tomcat. 

Vector graphics and a split screen allow I or 2 
players to play head to head, or against the computer. 



Your armaments in this nerve tingling aerial duel 
are heat seeking missiles and a 20mm rapid fire cannon. 
Can you feel the force! 
Top Gun mavericks! Enter the danger zone. 



£7.95 

SPECTRUM 



£8.95 

AMSTRAD/ COMMODORE 



Ocean Software Ltd., 6 General Street, Manchester M2 5NS. Telephone: 061-832 6633.Telex: 669977 OCEAN G. 

^^^^^^^^^^ OttiH ScHt-irt.DiiinOumd.nffVnrbc Ocean FniKl.Taitphcxe «3-42-7|+H D*niM**iH German, Ruihwif. htyxme 1KH.7KH0 

™OESIGNATESTRADEMARKOF PARAMOUNT PICTURESCORPORATION and used b/ OCEAN SOFTWARE, LTD. under authorization. 






ACADEMY TIPS 

Lee Pad don is our current champ 
at this monster gam* from cni_. 
However, even he concedes 
that he hasn't done quite as well 
as CamiEo Mesias who lives in 
Leicester. Mr Mesias has sent in 
some tips to set any serious 

?ame player through to Mission 
our. There's also a s ketch map 
of Level Three, which is quite 
necessary as this happens to be 
one of the hardest levels. 

Now I must make an apology, 
Camib was responsible for the 
Dynamite Dart S^ maps we ran a 
few months ago and I credited 
the wrong person, Awfully sorry 
and all that chaps, but you know 
how over-worked I em these 
days, Whinge, moan, complain. 



MIS&iON ONE 

"Wit Moves ... M 

You find that your base is sur- 
rounded by four sets of Light- 
houses in pairs, Do not destroy 
these as tftey are necessary for 
navigation. Design your own ship 
with as many of the following 
characteristics as possible: good 
iasers; scanner; 4 bombs; 3 rrm- 
siies; some ammunition; a com- 
pass; good rnsio drive. Then fly 
aroundciose to your base and get 
rid of anything thai isn't one of the 
Lighthouses. 

Return to GLV and then equip. 
Fly out in between the sets of 
Lighthouses. When you find a ship 
steer towards it, but slow right 
down. There are groups of ships 
which thrash you in close combat, 
so stop and pick them off one by 
one. If at first they don't come 
towards you 1 Inch closer and that 
should tempt them into combat. 
Use up all your missiles against 
them and then turn towards GLV 
(use ADF} and bum. Change view 
to rear and keep shooting. Drop as 
many bombs as possible and be 
careful that you don't crash into 
GLV while facing backwards {now 
that would be embarrassing!). 
With some luck the bomb will 
detonate your enemy's ships. If it 
doesn't, return to GLV, re-group, 
re-equip and repeat. 

Repeat this manoeuvre for each 
direction of the compass, destroy- 
ing Lighthouses so that you know 
where you've been. You should 
easily get a pass on this level if it 

I jets dark, return to GLV and wait 
ive minutes unlH the sun rises 
again. 



MtSSiQN TWO 
Red Dawn 

Use the same ship as in Mission 
One, but add Jump/door unit, l/R 
or f tares, and 8 rounds of ammun- 
ition. Do not shoot the jump pads! 
This is crvclaL 

First destroy everything around 
the GLV except the jump pads. Re- 
equip and jump somewhere. You 
find yourself at one of the out- 
posts. Locate the robot factories 
and keep weJI away from them 
until the very last minute or else 
they II thrash you. Shoot every- 



thing else. Fly between the fac- 
tories, bombing as you go. Use 
ADF to return home once you are 
sure that the factories are gone 
(use scanner). Use your ammuni- 
tion because the robot factories 
lob robot missiles at you very 
quickly indeed. If you run out of 
ammo then bum home, but face 
backwards so that you can use all 
the missiles. It's along drive home, 
but don't panic as there is enough 
fuel for a two-way journey. Re-fuel, 
repeat and re-equip and head 
back to get the other factories. 

MISSION THREE 

Meltdown 

This Is probacy the hardest of the 
first four missions and use of the 
map will be a great help, 
get a new ship with; high shield; 
high lasers; high amm's; 4 bombs; 
scanner; a compass; missiles , . . 

A^oid the mines which are 
shown on the scanner as four dots, 
close together in a smalt square. 
Shoot these while they are still at a 
distance. Every now and then stow 
down, stop and look at the scan- 
ner. Anything still moving is a ship 
or a missile so blast it before if gets 
you. Avoid the fortresses if possi- 
ble or bomb them if you have to 
(remember top get well away from 
the explosion yourself or it'll be 
bye-bye Skimmer). 

The volcano- shaped ob jects are 
indestructable and NOT the reac- 
tor,, so don't waste your ammo on 
them. The reactor is shown on the 
small map of this level. Time is the 
most important thing in this mis- 
sion, therefore you can't do the old 
trick of waiting for the sun to come 



up - perseverance is the only thing 
that will get you through this mis- 
sion. 
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MISSION FQW 

Softly Softly 

This mission is dead easy (accord- 
ing to C M&si&$\). Use a ship with 
good lasers, main drive, shield 
scanner and a compass. Follow 
the corridor of mines carefully and 
repeat the process of stopping 
and checking the scanner for ships 
- there are a few. When you get to 
a corner be careful not to turn into 
the mines. For speed, try to use 
missiles on ships attacking you. 
Remember, scoring is on a time 
basis, but dock very carefully at 
the end or you may waste it ah! 

GENERAL TIPS 

1) Use low power steering - it Is 
easy to control. H you become sur- 
rounded, change view to shoot the 



ships rather than turning around. If 
there is something in your way - 
for example a building - then stop, 
otherwise you needn't change 
your flight path. 

2) Bombs are extremely useful, but 
you rarely need more than four 
because you can only release one 
at a time and you can re-equip 
after destroying something by 
returning to the GLV. 

3) If ships are attacking you from a 
good distance, stop and pick them 
off with lasers and missiles. If sur- 
rounded, drop a bomb and burn 
away, changing view to shoot as 
many ships as possible. They fol- 
low you and a bomb may well get 
rid of the lot of them. 

4) In the buildings (GLV for exam- 
ple} you can abbreviate the written 
commands by adding a full stop. 

6) For realty high scores, don't 
dock with the GLV if you have 
85% -89% as it adds 5% and you 
will be forced to end the game. 

8} Don 't shoot the lasers aimfessly: 
make sure that they are going to 
hit something before you fire. 
Using this method the lasers won ' t 
overheat too much. 

7) Mines are deadly , so shoot them 
from a good distance. They are 
often grouped in fours in the shape 
of a square (but not always). 

8) When you complete a mission 
with more than 90%, save the 
game so that you can load It in the 
next time you play Academy. This 
way you can save a lot of time. 

Maybe Camilo will eend in some 
mqNre tips for the other ml wtofis 
in Acadamy so they can go In 
next issue (creep, creep). 



AVENGER THE MAP 




CRASH February 1987 69 





PA MP if THE MAP 




ZUB SOLUTION 

What noise do bees make when 
they fly backwards? Zzui> - 
Zzub- Ho, ho* This rattier strange 
game from mastcjttronic 
involves jumping on platforms 
and teleporting \q strange lands, 
and all because the Emperor 
wants his jewels back. 
J Preece from Cannock in 



Staffs had no problems com- 
pleting his mission - here's how: 

To gel to Zub 1 0 and back again, it 
is necessary to know where I he 
three telfiports a! I he lop of foe 
screen lake ytiu - each one Tsikes. 
you to a different tub planet So 
by Jookjng al the labie you can 
work out the quickest route ihf?r^ 
and back again . 



LOCATION 



LEFT 
TELE PORT 
2 
1 
1 
6 
1 
7 



MIDDLE 
TELEPORT 



RIGHT 
TELEPORT 
2 
3 
A 
3 
4 
5 



DANDY POKE 

Hew are some POKEa to go with 
the map and make Dandy just 
that tittle bit easier, Once again 
the routine la from the dextrous 
Phi I Churchyard. Type the routine 
In and then press RUN and 
everything should be tfcketty 
boo and generally okay. 



10 CLEAR 25499 

20 print at 21,8; "start 
Dandy tape" 
30 load" "code 

40 RANDOMIZE USR 23407 



50 RANDOMIZE USR 23410 
60 RANDOMIZE USR 50000 
70 POKE 23681,49 
80 RANDOMIZE USR 23404 
90 POKE 35972,201: REM 
STOPS MOVING CREATURES 
100 POKE 27598,0 : REM THQR 
INFINITE TIME 

1 10 POKE 27*47,0: REM SHEBA 
INFINITE TIME 
120 POKE 27601,33: POKE 
27602,232; POKE 27803,3: REM 
THQR INFINITE ENERGY 
130 POKE 27650,33:POKE 
27651,232: POKE 27652,3: REM 
SHEBA INFINITE ENERGY 
140 RANDOMIZE USR 25500 



CUFFNANGER 
POKES 




Some time ago new gcnerathx 
software released a strange 
gams called Cflffhsngerr ft basi- 
cally involved pushing boulders 
and other large objects onto 
nasty cowboys. Vary sick. Any- 
way. Liarn Hudson and Tim Dun- 
can from Middleshorough have 
Wit in these POKEs for up to a 
hundred Hws for the big mean 



hwo Cliff , Simply typ* th*m tnto 
your Spectrum and press RUN. 
When the game has loaded Cliff 
should have a qllghtty easier job 
on his ha rids 

10 REM LIAM HUDSON AND TIM 
DUNCAN 

20 REM CLIFFH ANGER POKES 
30 BORDER 0: PAPER 0: INK 7; 
CLEAR 25659 
40 RESTORE 

50 FOR B -23296 TO 23309: 
READ A: POKE BJK: NEXT B 
60 PRINT: PRINT "START CLIFF 
HANGER TAPE PLEASE 11 
70 RANDOMIZE USR 23296: 
RANDOMIZE USR 232296 
BO POKE 05504,201 
90 RANDOMIZE USR 65280 
1 00 INPUT " NUMBER OF LIVES 
(1-10O)";A:POKE2651S t A 
1 TO RANDOMIZE USR 25660 
120 DATA 221 f 33, 171, 254, 17, 
48, 1 , 52, 255, 55 h 20S T B6 T 5, 201 



That's that lor another month. Let's have those maps and tips rolling 
in. Keeps the Ludlow postman fit you know! How about a map and 
tips for part two of Farritght It or a map of Nosferatu? 

Once again it s apology corner. Apparently I didn't credit Phil Chur- 
chyard for his Uridium POKEs fast issue, Chris W»ld did the first set 
of POKEs but it was the young Mr Churchyard who did the Utidium 
POKEs Hark II. Sor-eee 

Also* it you want any maps returned, please could you enclose a 
stamped addressed envelope? Just like the old days of Vision On, 
eh? 

Mark all correspondence to HANNAH SMITH, CRASH PLAYING 
TIPS, PO BOX, LUDLOW, SHROPSHIRE, SYS IDS 
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The Argus Press Software Group 
Victory House, Leicester Place, 
London WC2H 7NB. 
Telephone: 01-439 0666 
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DRA WING 




Lee Paddon coaxes a few dark secrets from John Rican 
from the confines of his warped mind every month 



Until Issue Six, CRASH had been 
carrying on nicely, dedicating itself 
to reviewing the latest in computer 
games. Light-hearted perhaps, 
humourous hopefully but fairly 
earnest nevertheless. Then along 
came Jefman, and nothing at 
CRASH Towers has ever been 
quite the same since. 

It all started quietly. No fanfare, 
no blurb, no introduction; he just 
appeared, suddenly and silently. 
The original excuse for the strip 
was a game called Lunar Jetman 



Isn't the name it once was. But Jet- 
man itves on. Jn fact if the Jetman 
Strip misses an issue, there are 
howls Of anguish . It makes the rest 
of us toiling minions at CRASH 
Towers feel really insignificant 
sometimes . . r 

So who is the warped mind 
behind this inter-galactic goon? A 
sign on the door of a Middles- 
borough studio proudly 
announces Richardson Freelance. 



Amongst Johns other commi- 
sions are a strip featuring Tina Tait- 
pipe tor SUPER BIKE, and Pwlong 
for a CB maga^Fhe. Pwlong is, so 
John assures me, the Greek God 
of CB {weli the Greeks were a very 
advanced civilisation). Apparently, 
Pwlong was born deaf, and only 
the advent of CB has given him the 
ability to hear. 

By way of a complete change of 
style and emphasis, John also pro- 
duces a Famous Five strip for an 
Enid Blyton fanzine. ' Fortunately, 
I only have to draw the pictures for 
this - they supply the plot line. It's 
published In Denmark and 
appears In lots of different lan- 
guages. It's really weird to see you r 




away during some of his duller les- 
sons, and decided he rather liked 
it. After a spell as a farmhand, and 
six weeks as a professional wres- 
tler, he got down to some sehous 
drawing. |a | couidn't take to wrestl* 
mg. It was quite fun, but rather silly, 
me whole thing is stage managed 
- you rehearse what you are going 
to do and when. It's okay as long 
as you both remember your 
moves. What's worse Is when 



(lost m the mists of time but 
recently released on an us oouu 
ultimate compilation). Reviewed in 
the very first issue of CRASH, it 
got the highest ever 'value for 
money' rating - a "perfect' 100% 
Obviously flushed with this suc- 
cess, Tim Stamper (the reclusive 
head of ultimate) decided he 
wanted to promote the game with 
a comic strip, 

Tim had seen John Richardson r s 
work in other magazines and com- 
missioned the strip from John, 
who explains his Involvement with 
the computer games wortd; "Tim 
sent me a copy of the game on 
tape. I tried loading rt on my Sirius 
computer, but it didn't seem to 
work so I've never actually seen it. 
In fact, the only computer game 
I've ever played since then is Sfar 
Trek on my Sinus - that was so 
awful I've never tried to play one 
since. I must admit I've never mat 
Tim. The nearest I ever got was 
when the strip was rather Tate and 
his father came to pick it up." 

ULTIMATE GAME 

Since then Jetman has taken on a 
life of his own. The game has faded 
from memory, and even ultimate 
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inside \ found John busy toiling 
away on a strip for CUSTOM CAR. 
Obviously aimed at a slightly diffe- 
rent audience, this follows the 
adventures of a superhero called 
Super C C and his topless assis- 
tant (no, she doesn't stop at the 
waist). Well, what do you expect 
from these car freaks - they can't 
even have a motor show without 
spraying the place with scantily 
clad young ladies? 



*&L ( 4*'«T m* 

^m/ -mi- wff rat 



speech bubbles filled with some 
totally unheard of language, I sup- 
pose there must be a lot of Enid 
Blyton fans out there somewhere 
who just can't get enough of the 
Famous Five," John explains, 

THE BEGINNINGS . 

It all started at school, in the small 
mining community of Eston. The 
young Richardson began doodling 



Hli. 



FROM 
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INSPIRATION 

hardson, the man who allows Jetman to escape 




you're meant to win, and the other 
guy decides he wants to impress 
his girltriend and throws you 
around. 

"My drawing was influenced by 
the late Frank Bellamy's work on 
the old Eagle comtGS. It's a pity 
really that so many of the good 
British comic artists have moved 
to the US where salaries can be 
astronomic - just because the 
magazines have such huge circu- 
lations.' 1 



OVER THE TOP 

M My tirst strip was Phantom of 
Fells in BUNTY The heroine was a 
teenage girl, and this Phantom 
kept popping up aH over the place. 
Really terrible stuff, but they 
seemed happy enough. I then 
drew a strip called The Mean Arena 
in 2000 AD. It was a futuristic 
American Football type game. Just 
about as far away from BUMTY as 
you could get. I wrote the plot for 
that myself - the sport included 
rules like you were allowed to kill a 
certain number of opponents dur- 
ing the game, and all sorts of 
totally over the top stuff like that. 

"Another thing which helped me 
to develop my style was having to 
fill in for other artists. My agent 
would nng up and tell me that so- 
and-so was ill, or on holiday, and 
l*d have to quickly get in to the style 
of that artist. This really helps you 
to learn from other people and 
gradually evolve something 
unique. As for plots, I like science 
fiction, particularly Arthur C 
Clarke, author of 2001 A Space 



Odyssey" 

Naturally, the uppermost 
thought m the minds of Jetmarts 
many fans, must be what's going 
to happen to him next?' Unfortu- 
nalely the d^velapmeru of the 

storyline is a ctosely guarded sec- 
ret, and as John keeps the plot 
locked in a sale deposit box in a 
highly secret Swiss bank . . , 
there's no way we can give you a 
sneak preview . . . 

Actually, that's a Big Fib: "I make 
it up as I go along. I start drawing 
the strip and hardly know what's 
going to happen from one frame to 
the next. . it you've got any good 
ideas, they might come in handy!" 

So there's an open invitation to 
Jetman fans: if you want to influ- 
ence t he outcome of your favourite 
strip, wnte to John at CRASH, and 
we'll forward your suggestions to 
him. Who knows - they might even 
turn up in future strips! 

PAY CHEQUES 



According to John, the best thing 
about drawing cartoon strips is 
receiving the pay cheques - he 
looks forward to them with particu- 
lar fondness. M The jokes are fun, 
but after I've drawn the thing and 
lived wfth it for a few weeks, it 
somehow doesn't seem quite as 
f u n n y as when I first thought of il . " 

John has no idea where a lot of 
the made-up words thai Jetman 
uses - like Bwah and Dongie - 
came from, bifl he suspects that 
there is a great deal of himself in 
the character This sounds like 
rampant paranoia, because as 
John admits, the central theme of 
Jetman is that everyone is con- 
stantly trying to get rid of him - 
preferably permanently. 

Fans of John's work will be 
pleased to see that he is going to 
have his own strip in our sister 
magazine LM in the form of 
Umquat The Atien - defender of 
freedom, seeker of truth and jus- 
tice, President of the Galactic Tail 
Waggers Club, seeker of wisdom 
andcheapo souvenirs, pranma of 
the universe, gallumphing gour- 
met, and general mental incompe- 
tent. He's also the owner of a clap- 
ped-out spaceship which keeps 
going Phut'. Oh yes, he just hap- 
pens to have a computer dis- 
guised as a rather curvaceous 
looking alien. 
T^e LM strip also introduces 

h , « *\ JE them wnenever 
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LISTEN TO 



WIN A e&t*z2t. 
GHETTOBLASTER' 



20 Loony Balls on offer too! 



After a hard day at the office being allowed to pfay during working 

persecuted, your humble Comps hours. If I'm caught within a twenty 

Minion likes nothing better than to foot radius of a Spectrum H the 

wind down by playing a few com- dreaded Kidd or the Girlie Tipster 

puter games. Of course I'm not grab rne by both feet and swing 



FIND THE FOLLOWING WORDS: 

ORBIX INSECTOVOR5 
TERROR BALL DRONES 
STREETWISE DROIDS 



rne back into the Groom cupboard 
- Sigh! However, as soon as 6.00 
comes around and the spikey- 
haired ones have left for the pub, t 
sneak back into the darkened offi- 



HORCA 
CREW 
CRYSTALS 
IMPOSSIBALL 
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ces and blam and blast away at 
those aliens to my heart "s delighi. 

One of my favourite games at 
the moment is dqm ark's Orbix the 
Terrorb&ll, released on their new 
streetwise label. It involves man- 
oeuvring Orbix (a Tactfcal Planet- 
ary Warfare craft) around a hostile 

Ei a net wh ile at the same time col- 
scting spare parts for a space ship 
and rescuing crew members, It's 

Breat - the Orbix bounces and 
oings all over the place, it cer- 
tainly needs some concentration 
though r 

Sometimes I'm at the office 
blasting away with the joystick 
until 10.001 But after that Mummy 
Minion gets worried so I make my 
way back home. One night after 
Mummy had made me a supper of 
Christmas cake and hot choccy I 
had the most horrible dream. 
Somehow I was trapped inside the 
Orbix featured in mm ark's game 
and it was running wild, controlled 
only by a manic Girlie Tipster and 
the crazy Mr Kidd. Not only that, 
but I was being pursued by giant 
insects and mechanical drotds 
who were all hell-bent on ensuring 
my swift demise. To make matters 
worse, instead of trying to win the 
game, Smith aod Kidd were delib- 
erately tTymg to make me lose by 
ramming me into the walls and 
making me confront my enemies. 
J ust as t he last I if e in the game flip- 
ped to zero I woke up sweating 
profusely with my leeth chattering. 

Anyway, those nice people at 
domark have decided that all the 
blasting, sweating and recurring 
dreams are worth some reward. AJI 
you have to do is solve this word 
square by finding the words listed 
below, which are ail characters 
and features in Orbtx The Terror- 
toatf. There are some stupendous 
prizes waiting for the winners. For 
the first correct answer pulled out 
of Hannah's Girlie make-up bag 
there's a fab Philips Roller 1 Brixton 
Briefcase' (gr ghettoblaster to the 
un-hip). For iwenty runners up 
there are Impossibails, These 
bouncy spheroids contain a 
weight so that when bounced they 
make all sorts of crazy patterns 
giving the user hours of endless 
pleasure. 

If you fancy winning, then get to 
it and find those missing words. 
Send your entry to ORBIX fTHF 
TERROR BALL) COMPETITION, 
CRASH TOWERS, PO BOX 10, 
LUDLOW, SHROPSHIRE, SYfl 
1 DB making sure that it arrives no 
later than 28th February 




On Tns Caver Special - our vflfy own 
OLIVER f R£Y Decuples <iva- page*. Srar- 
qutfrtfe mapped and Khars are aorne f^. 
fijofrf pokers. Wo profile bahootle qamu. 
. . OVD ^oks bach on ROGER KEAN 
lalka lo hpwwm co*rtutTwit4. 5peirftowndgetE 
top marks from the reviewers. 



No 35 February IflH 

Duujlll - rh<:- proHe. and gom& ratner ailly 
pnotos rji the team. A tfial witti rhe hchhs. 
fh6he duo A double do&a of JETM AN. Ghu- 
i^awtra bring a jrj the SpecSrum 
TECH NICHE looks al a FORTH add-on and 
ertansions to ZX Zoids nanr.wty 

pips SHflm-o's Worfdin the review. 




No 2b Mar ch 

HUNTER S Chate to INb Gal* from bt a 
Afirat look ai the Spacirum 12fl. What's new 
onMiCfonfltBOG. Romantic r^ot a Muttiface 
One under KHrtlny Marsport me^a-rnap 
and d saltier smarter digram or Gunfngftt. 
Three Week s fftPwadrsG. Mow*, unci Wmtw 
G&rm are SMASHed 



HO 27 April f&S6 

Massive 23 page Pitying Tips Suppfenwrt 
- *nduding Zends and Monty On The Run 
maps i4ft!i Reerlhis Awpinii., rusu'i*. WEL 
CflOUCHER inle^v^ew, imaom resurfaces 
and pimci are quicK «» ttw drftw. Round up 
of 12BK gamea. A visil to The tVaf Play By 
Mori convenlion, Some Jack wows the 
reviewers. 



No 2S May 1966 

UpdMt on Che Fa/wia scene. 
proMeand PignotS prevww. D<Y Cftfnnosir.s 
Uid&o Interface. Sperrboyntf and 21 i2AD 
capped. In&dtt CHEETAH* 5 SptiOOi ./r 

FHOWTUr* Mwii-Strategybagk, 
CFlASHTlONMAlflE '06 analysts. S?*sft*e 
rnalop SMASH d1 1he month 




No 29 June 1966 

First PBM MAILBOX and CRASH GAL- 
LERY. SpecDtvm It&lbng. Homegrown 
soUware HANNAH SMITH cnata !o mal- 
TiMt, Compilations COn>p<tied- MapSC-f Ctyft/, 
Stf Ffed. Sabotsuf and Parte 1 end 2 of Tarr- 
lalua. The GENESIS. BIRTH Of A GAME 
reatufo gets uridem«y. 



No 30 July 1966 

Mora CRASH/puuNBini? gallery More 
Homegrown Software tME BIRTH OF A 
GAME: some early entries Mr MINSON 
meete game designs mffiBS. LUNA JET' 
MAN returns. TanJokm, Kntgfif Tyme and 
Mom mapped. GtiQ$j$ And GodArcs. Jac* 
rne- Ntpper and SfrrVnVng Images receive the 
reviewonj acclaim 



No 31 August 19S6 

HANNAH goes wreslhng arvj mafjs Pentag- 
ram, Heavy on the Magic* end Jlac* toe Jtyp- 
fter at 1hB same lime! A look m(o the Dra- 
gon '5 t &tf. Sinclair 'LOKr myihs exploded 
ERtaErttRE ml*™*. PETE TAMLYN starts 
h«s Inok al Rcdfl Playing Cornpuler »ames 
Word processor round-up 



No 32 September 1986 

GAC re^wad. The Musk Box opened. 
Mmmh j h DAVE PERRY talks abourt Watty 
and fl£fcy Steefe. Repairing your 
OUfCKSHOT 2, Oar? Dare amvesr Bobby 
Sffjirr/Jir. G/wsts arxr Go&Jirrs, Cor*?, C>tie- 
run and Actfon fluffex get ttie carlopaaphic 
habit 



No 33 October 1956 

JON RJTMAN - Mr fBafrrTar? and Mr Mtfcti 
Day talis all . Tho GENESIS proiOCl. the prog- 
ramnung begins. HUNTEfl S MJNSON goes 
rnisssng' Mijili'lfacking SpecOfum. COSTA 
PAMAYA, tne man trrjrfn kwrtj., ntftrvi^wijr* 
Maps or D&-\ a-hreand Caufdfonfi Finsl part 
of € qurnox and Dynanvte Dan !l mapa, 



NO November 19BC 

DON r>l'H r S.1LEV, crealor ni Popwe and 
r^apdbor interviewed. Mu&c Matfvw 
reviewed OAMES DAY report, -mietah'b 
.Si .vjnrj Samper sampled PB V Diplomats 
Qrectofy opened. GENESIS tiai Trap pra- 
VWW ' the MarKeting Mik eKptamed. Eq^ino^ 
ano Dynamrt e Oast flmap» completed; Unrv- 
er$& Hero, and Hffaok l&kd bAre. 



35: DrjcRmber 1966 

I3AN MALONC. the artist benind Anttnad 
inlervwwed. HAMBUKTWOMcarftlease 3 ROM- 
based word|,- R..j*; ,nr-i 
i /Qftifnrcv maps revealed. MIDI ^CedfiC* 
axamined. Spectrum Plus Two problems 
explained The Great Escape heads A pack 
d smashes. 



I would ipke to order l.he following CRASH BACK NUMBERS . . . 
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WINNERS p RIZES 




RESULTS GALORE 

What better way to start the New Year than with a spot 
of catching up? Although your faithful Minion sorted 
through all the entries for the competitions we ran in 
the November issue in good time, there wasn't room 
to print the results in the Christmas Special. Then, as 
soon as I came back from my over-short Christmas 
hols, it was time to sort through the piles of post that 
had arrived for the December competitions. So here's 
a bumper dose of results - and i'm off to soothe my 
sore competition-envelope-opening fingers in some 

eool mop bucket water # , * 

■ * 

PIRANHA'S TRAPDOOR OPENS 



What a kit of scary creatures you 
showed me! I think the aversion 
therapy may have worked ... A 
trio of monster creators collect 
a monster Trapdoor Gootiiebag. 
They are: 

Dontz Ahmet, Peckham, Lon- 
don, SE15 4NP; Brian M 
Mcdonough, Wythenshawe 
M23 SAW and S Kemp, Leigh- 



Gopies of Trapdoor go to 30 
rnmor-monsiof creaiurs. 



Will Oyko, High WycomtM HP13 51A Cfffis 
Ooonm, Soulhampton SO&5S0; Cart Jones . 



□irkttfltoad L49 95$; Slewan Own. Wt 
Lwtwn Pea£ 2SA; Paul Mysti. Stoke-On- 
TrenlSTa3EA; DarTen Shaw, NrLoddon, Nor- 
wich NFI14 &SN; Richard Plastow, Hertford 
S5Ci'- 1 PH. vejrr™ P. ChAlctoCtfl, Hnvanl P09 
2Hfl; C Uobet. Wh.tton TW2 7PQ; Jay Sac- 
hania, Milton Keynes MK 1 3 7LT; J Lb Greetey , 
Soirihwa P05 2PG; Paul He**<i. Satiny 
SPl 3EU Richard Pepper, Nantwicn CWS 
5JP; Kevin Hooker, Uptrnnster RM14 T QB; 
□fir*<in fkina-?; . Waik ei rj,il h N I- 6 J I i I V » ■ 1 3-.,- - 
tan, Silsce MK4S 4HT; William Hartaiecfi, 
Auchnlec* KA18 ZEW; Howard Carlisle, 
HorsFQftn LSI 6 4H0; John Nob*e. Middles- 
borough TS5 6*JJ; Christina Noble. Middles- 
borough TSS 6NJ; Lucas Sutton, Agar Grove 
Estate, London NWi ; Peter Hdl, rWhampton 
NN3 3AJ. Jim McMullen, Edinburgh EH 14 
2CHR; Garoth A Harron. Co Down, Northern Ire- 
land BT19 1NZ_ Darren Wotft. Oaaenhem 
R*/B 3SJ; Cathy McBumey, Marake-By-Sea 
TB1 1 7JG: Dylan Wyn Owen, Anrjeteey LL^7 
HrO David Blair, Lea DN21 &JE; Dental 
Hartley, Maltby S66 7SE; C teed, Charley PR7 



CAULDRON COLLECTING 



Cauldron-spotters flooded the 
bfoomcupboard with entries - 
not surprising swing as Mel- 
bourne house were offering a 
complete set of ASTER1X books 
to the outright winner. He is: 

P Abernethy of Rotherham h 
South Yorkshire S65 3BU 

Copies of Ast&rix and the Magic 
Cauldron are on their way to 50 
people who fqund all the bits but 
didn't acuta I rV come top: 



JonaLhon Mnlliny Hinrjlfiy YYK7 4LB, ChN5 
JacHson. Chet1*ftielC 5*1 GO: &mon Stlir- 
iort, Li&ourn Norinem Ireland BT2S 3PV Ian 
Btddl^ston Armthofpe DN3 3DG, John 
Cigrkr. l^aihsorjrtMagh DN3 • 1DW Jason 
Niefnan. Sunon Maw WAS 4rjQ RKihiud 
Cameron. Dated RHfl OPB. Jamie Buchanan, 
Hoax r^artan iGG: Gary houghs, 

AlwMf £*7 2A& Derek Mccall. Scotland 
FK10 3NT; JttOn V*mu». South Harrow HA2 
9BP: Paul Humphnas. Kidd^rminsier PY1G 



JUDO JAMBOREE 

I've had to give up the Judo les- 
90m - The Girlie Tipster 
threatened to take up Handbag 
Karate and try out all the moves 
on my battered form if I didn*t! 
Still, u artec h's judo game Uchi 
Mats should be along any day 
now, and maybe playing that wiH 
make me a bit tougher. 

As soon as the game is 
finished, the following 50 people 
will be receiving a copy - don't 
get impatient nowl: 



Andrew Griffiths, West Croydon, Surrey C«D 
3NN; S N Hammond, Frirtan^Qn-SeB €013 
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3TL: Trjny 0' y .ev*t<t. Lninflcrt SS 1 5 C i ivq 
Haworth. Blachbum BB1 1PD; Hobert Oauj- 
las. MosfeliBsverl. ice^afid. Emma WanTvan 
Widdleabcyaugh TS5 ?DB: S Janes, Chestef- 
L&-Streel DH3 JHY, P^iar Scort, Sheg P£Z4 
4-SJ. Manuol PffKI C4tral, 17&0 L'StraA, Pet- 
lugaj; Gary PAut Smr|h. EastcrM^^. ME 1 2 *Df. 
Ricnard WeeK. NawcasHa ST5 Q|_Z; Jeremy 
Hyde, Ponadown. Northern Ireland BTI53 &RA. 
Oifcrge Weir Port Gla&gow PA14 5^N, 

Jen&my Prjrrrin. Bricrgr**lfjr TA7 DPU; I W 
Oebome. Durham DH7 7hrO; Grant Joic?wd 
Dyfed SA31 1RN, Tarry Drrfiiefd, Maid CH7 
6RZ, Daniel Lawton, Burnley BB12 0EO: hrk5& 
F= ^ante*o. London WlQ ^DF, Pedra FaJe. 
Pdiigyal. 3900 Slriufoa*. Pllui CdSt#»fii. Fin- 
cniey NT? 0PC: Ian Mason. Latimv 
&5X . Ariam Wirsslar, Satford 6 MS 6PJ . Crmfi. 
tophef Leap, Charley fW Paul Gamer 
Stockton T$19 SXF, Graham Palnnw, Bath 



BA3 ?BL. mn Oomsli . Kinc*i IP 10 OPH. M»ka 
Byfonj . HaroWhiltfllir137TH_Sluart Cr-adwic*. 
BexhiH TN39 5SN, Simon Woods. Ma* e e 
Deeping PE6 BDS. Walhe* Adams . Grea^ Var- 
mouih NP.31 7PW; Janwf fifadbufy, HirKjey 
WN3 35F MSWhew ThnmpaQH. COfcttr HTJ7 
4RH. Chn? Surgeoner. Caroonald PEL 
K^w M*>g Liu. Wesl Mo*ese^ KTB OQW. Mr J 
l>efly, Rearing RG& i JS: R BUJivant. D Troop, 
BFPO 22- iinn Edwards, Kings Lynn PESO 2LT; 
NiChc4*5f H^rlley, r^horp* tS70LA; DilptSTI 
PflH?i. C^enviell EC1 QLP 



UPf ; Stuart Aoderaon, Hull HUB 0ER; Darviy 
Close, Wallham Abbey EN9 3EY; David Wat- 
era, Abftrystwem SV?.3 ?EU; Paul Smilh, Stan- 
«o*d in the Vale SN7 SLY; CPL G Poller B236, 
17/atst Lancers, BFPO 17; JonEHhur Hill, 
Great Amwtfi SG12 9fiU; Peier Reilly, Qlas- 
Oaw 01?? SDN; Andrew Ky4a. Barrow in Fur- 
ness LA1 42T; Daviri Ho, London E 5 OR N . F. L 
Loon Lot, London N2 ODf . Wohbie Mcfftoo, 
Norwicti MR 10 SAY. &mor. J Ladds, Gran- 
tnam NG31 BHH, Mari^ Baughlon. Bury Si 
Edmund* IP32 NeJ AAthony, Melson 

CF46 fiL<i, Simon Young, Milchetdean GL17 
0DM; Philip Mann, Cannock WS11 tPW; P&uJ 
hterbert. Chas*towm WS7 aflE; Guy DwWwn* 
Worlhwich CvVa 3HR, Stuart Oicfcmaon, Lnw- 
denbeath KY4 9ND, Lee Poweni Thomas. Si.il 
taeh PL1Z 4€A; Sac C*tulhefs, RAf NtoHi 
Coates, Lines. Jamas A Gosset. NinField TW33 
BJX- Peter Bodkin, Clanfield POB ON^. R^|i 
Dhillort, S* And^*r*KY lrj rjSf . Osireo f>nac*f . 
London E7 7HZ. R Lamb, Detchet SL3 9HP; 
Slephen Ovmgton, Pitcaple AB5 9HS; Patrick 
Waiiw, Nelhftt Popcrfrton Y02 6LU; Jason 
Kan. Knaphill QUZi 2KT: George Meckem*. 
Dundee DD3 flU; Brian Morrison, Uvingeton- 



E H 54 5Nt . Steyen M&yl &i Aedrulh TR 1 5 3JN. 
Paul SmUh, Sprowaton MR7 6QA, Lara 
Janesen, Tinladel. Cornwall; C^tristdrjhftr 
Cousmt, Brontwood CMtS 9PU. Andre* 
Taylor, TeeaviRe TS6 0AD; Gavin Ounkerley. 
Denbigy LL1-6 5YB; Graham Pye r ScotJoft+i 
LAZ Oftb; Jason Gibson. Tyne and Wear N€M 
Neil Parfrement, Cliflon Estate NQ11 
9JB; Brian Banter, Ash ton Under Lyne OL7 
QSG: C MetorwOfjd. Kvkella HU10 70S; 
Michji^ Grsvetto, London $ES 7PE; Mark Wefc- 
ters. Sutton- If- Ashf*ela MG17 4NP, John 
Sorsggens, Gainsborough ONZ1 ZDX; Andrew 
P FwiardS, Treoarigton CV3G 49Q. Devid 
Jefemy, Baume PE10 QUE; RictiBrd 3lory, 
TonvMB«SG12 0HP, 

HANDBALL! 

Now the judging'^ done, John 
Lewi*, of Leicester LE4 7EL i$ 
due to g et his hands on 9 ball - a 
spanking new football signed by 
the England squad no less. John 
cama first in th# little quiz 
organised In support of Pater 
Shffton's Handball Maradonna. 
The 50 runners up who all 
racalue a copy of the i 



Neil HarfceH, Mendleshftm, Sutfow ; Peter 
Davies, Raylsigh S3G 9PE, Mrs V Fairbrothsr. 
Gaelle Gna^ey D€11 9LB; Rlchsrd Bradfey. 
8yr>ny NO 11 BOlI. Andrew Slack, Norwich 
6 LB; Patrick Walsh, Langley SL3 8NX; 
Ghrifitrjoher joiUfy, Shetiieid Sn 5BO: 
Jonatrion Ray, Kno*la BSH Anion 
l_ang r Croydon CRO BSH; Juslin MenherWtt, 
Ea&1 Prolan BH1 B 1 P*£.; Walltrr McMa^, C*- 
ricKiergu*. Counly Antrim BT38 &LF; Brendan 
Holmea, Krwbworlh SG3 8ML; Alan Powis, 
Leominster KRB BHT: Ton^ Om, SheflleKj € 1 0 
3ff: JOrm Todd 'JNR*. HQ CerHon Hill. 
Canton t*G4 1FN; Darren Spencer, Edgware 
HA5 BHQ. R^j^s Kuril*. C^liSlo OA? 7HY, D 
Prijfi. Hurw.nfn WAi' bEG. Stephen Waytiew. 
Seaham 3R7 ALB; Nick Rushby, SuHon-On 
Trenl NG?3 BOG; David McOermott. B*mm- 
alwn &44 9LV; Darren Fairtirotfiar, Castle 
Sresley DE11 9LB; Matthew Greaves, Wort- 
sop SA1 0SJ; Tony Cortimons, Lidan 5LS: 
D Hulme, Farrvworlh BL4 06Z; Oanam Parhef , 
Wasfiinqtcn TLA; Luke Morgan. Middle 
Bartdr. OX5 iHE: Paul Wrayf drd. Bui&V HA4 
QTI>; Greg Page, Hrwiui cm BGW; Ryan 
Smitn, Odd Down, Bath; Miles Jacob-son, 
Watford WD1 5TJF; Richard P^sora. Brwrley 
Hill 0V5 IAS: Stephen Barter Horncnurcr, 
RM 1 2 GAJ ; Wayne Bradburn, WDfcrerhamplDn 
WV1t 3JQ, John Frahor i.Jrw|. B^lmora. Ire- 
l-LnnJ: Neil Sfl-if'iiy. Northampton KU3 SBJ; 
Mark MoGouMan, Molherwe-ll ML1 5JZ. Ian 
Francis, Coulsdon CH33HT; MuMiii-rj^-nptoflM, 
Edirvtiuruh EH43RG; J Mus* , Tun tm dge Weirs 
TN3 D6B; l^in Humber, Carlton NG4 10F; Mike 
StevBnson. Footer Marvin R&ynolds, Cfewnr 
Cm BJF; Keith Be". Washington rjPU: 
Darren Remern, Golboume WA3 3QZ; Robert 
Evans, WoryemarngMun WV6 7BM; VVilltem 
Van ResYt, Dornoge B&3 6DN, Damisn High- 
MMOod. Ralnham MEG 9SS; Sloe hen Ball, HOC- 



A OIY supfirhero should i 
into existence early in 1987 - i 
y oti live anywhere near Rain ham 
In Essex, look out for Paul Pout- 
ing - he s a collected a Superhero 
Kit from martech which includes 
a pair of zoom binoculars and a 
com paci «JTim carnera. wia an 
because he won the Cosmte 
Shock i4frsorfr£f competition! 
Cosmic hasn't made an appear- 
ance In CRASH Towers yet* tout 
at soon as he does we'll be 
sending copies of the game out 
the f oHowing 50 runners-up: 



Jason Bulk**, Hig/i Wyrantoe HP I Z "JUN, T J 
^htfley, &»nnutn T$V2 4LW, Uir ,J :..i.niii 
Hnrrnhv L37 Jonarhcin htglnn. SntAfM 

Lane Tap 55 7TH ; Steven Vickers, Canfuaiton 
SMS 3CZ; Steven Sowter, Sutton-Aghetd 
hrGl 7 2SX, Scott Mc&aahan, Gtew G4U 

Pfln«f Robinson. WaF9MeCT 1 94NA. Paul Gib* 
ney, Woodbum, Co Antnm BT3fl AHA, Gare^h 
Cianr. Ascot SL& ffTA, Alan Oarh, WniWrfild 



SNAO LIN'S ROAD 

After a false start, whan an Art 
Minion set you a spot the differ- 
ence competition without any 
differences to spot, we now 
have the official list of winners! 
Top of the pile was Guy D> Cur- 
tit-Raleigh, of London who col- 
lects a martial arts suit, a copy 
of the book about the Shoo Lin 
temple and his choice from the 
games offered by the EDGE. Fif- 
teen runnersHJp collect a copy 
of the book and their choice of 
game: 



&nan Moms Lonqh.H, DL11 3QL; S J Vygh. 
Bijfholme Road. PR2 6HP; W E Lejiand, St 
Chida Ro«di. Lanes . $ Glenn . Higram Fefrers. 
NN9 8ET; Dan*n Marlm, Sycemore Av^fn* 
P£1 4JU. Anlhonv Hoenav. Frisitand Ck5». 
SKi S 3LG; Danen Wa4on. BlacKbum Avonu* . 
WV& 9JT. Ka/ Crvdgey, Mcnsal Avenue, M7 
!>GX. i>Wrir.:k, Sliilinn Road, NG23 60f , 
Juslin Barnes, "SIoobb. GT& 3S.G: Colm 
Campdell, Htfyknowe CresDent, G6& 7DN: 
Sloven f raier, Fountajna Oo&e, htE3fl 7TF; 
John Naah. Fknd^te &d«e Dun- 
can Hardy, Si Senai* Rdftd. Nfll ? K>N Mart 
Haywertf. Willow D/ive. MP6 2EX 



And finally, 35 runners up each 
receive their choice of game 4 , 



Richara Healh. G&m McLean Road, W19 
5RV: Slepnen Christie, Dunoliy Slreel. G21. 
□iiryi N Heaps, Verbena Avenue, BL4 0£hf, 

j*m Ca*. awwsii House. Bfii 9Tv ; Socm 

□aviet CharierueeHCru*e.OV14rjWA; 
Malcolm. IMed Arati Emiratea: lbti B^rnnn. 
vVestDnview Avenue, ST3 5DJ: Bnan Gajm- 
mitt. Fa/m Road, CWS LJN&, Marh BJackweil. 
Sprin^w^ll Awrflu*?. TftSI? SQ..J Slu.in ' M'Li*?. 
Rdgfl Mouse, GL18 1JT; Da^id G*. K«nrj4J 
Road B11 tHA: George Gallemore Essen 
Gardens SEE Cormor Canian, Part 
Av-tfige, &T?1 OEfi, Pal Walslh, Vemay ftoad, 
SLi -BWX, Ign Simpson. MsiyiU* Hoad. P012 
40X. Ryan Smflh. Bognof Reflis. P022 9€T 
Patio Jorqe Dos Santos-. Lisboa, ik^jai. S 
K SpraH. Hawkridge Roaas EX31 4QB; Ken 
S^ley. Walsaji Road W^fi BDN Adrian Ros- 
seQ Nntwiri Dnvtt. SPX Adam Kierski. 
Alledon Crescom. BSt4 P Weemp*, 
Donfcetbroeii . Andrew Kmnear. Had^ey Road 
E^?AJT, Craig Spencef. Westooh Road. 607 
3EJM E De Jongft. Jaflhuiio^i :•' mbi SH, 

Mark Room?.. Surr^^ijrvnlp Ro^l TN4 ajR. ^ 
CoNinge, Linnat Ckree. M34 5GZ: Ra*sh Lan 
man, KyoWa Lake Road, Bn UX. Paul Pt>i- 
hps Nelaofl Sirajfli, SK14 1PD, Aiex Symons, 

L The StrMrl. GUI 6D\V; ChArifrS G>eeri Shar- 
(BBtiury Dwm. S7* ODE. Gary LaCy Hn?«ri 

1 Edge Road, SKl7 7 AT; Coi.n Bonf^d, Wel- 
lington Crascerul. BO I S 3PH, Ray Speller. 
Lower Gardens, £Gl2 7EU; Lee Bnstow, 



DD4 DUE, Darren Fairbrcritai, Caslte Greaiey 
oeii 9lb aruce MccmAria. &«ff*ai htS 
7EW. Hosi* Smith, Soi^tTfiflids SW1 8 5LZ, Lee 
Hdhtmmsi. Slackaleada OL13 13SF. Richard 
Heatr, East Dereham NR19 2RV. Greg 
I>ougal Ganmore FKE 3ftW, Paul Boniett, 
Chftftfiijnl EN7 SGn PAi: iVrntulfty Nrjrhnr- 
lhorpo S3 7PW; Chna Evans, Ware SG 1 2 DPY; 
K A Hur^man, Buerrey yvtl2 3ST, iWartm 
Taylor", South Homchureri AMI 2 5 PA; C^ivW 
Calow. WorkAop Sad ?5H juaiin HHtaA 
Fjons.";i;:r' 1409 ?HG. Jonathan MolliE, Hexhnm 
NE4fi 3BJ; Crmstopher Green, Drxxlwich WR& 
BPE P Redington, MorrJen BAJ Joae 
Pedro Meireltt Fafrait, 44O0 VN Gam, Par- 
luflfll, FL*Ch^ Pugh. CifdMI CF5 4A8; P«tf 
Longhurtl. Trlng MP?3 4ED: Robert Doe. 
Btuf-^Emoutn BH10 SEW. Scott SteBwi. 
Stopsley 0'iv« LU? 9RB, Denial Qcon, Hol- 
land, hl, Minnen KRrm. Holland 3B!3 
KM; Wayne Miller, B<axwicn WS3 3HD; Pam 
Grallacmr Gfasgow, G3l 2Q*. Luke S Good, 
hove GN3 SDM, howard C^lisle. Horsrorth 
LS l B 4H0: Raymond Johnson, London Wl 4, 

SpWICV Jam*i J Svvnnl^y fiRH BAR P^rrnn 
Stephens. WaliaH WSi 4EJ: Kenaon Low, 
wembsev haO jfiO. T Saras, London Nlfl 
SOP; Cheryl Spencer, South Berrfieirt SS7 
SJH; S#rn Morgan, C^f0rft OF l CaUn 

* I _ . . _ — ph g i h > rfl ■ I i GJfl 14JLJ □■ i . .. . i 

Haichftm, Bnwboume ENlO 7LN, Slmor. 
8MB, Woodgreen N25 SAB Anovew Oliw. 
«103 ' 



DESIGN A SKIMMER 

What a bunch of inventive 
people you ami All we've got to 
da now is see If the Ludlow 
Blacksmiths can knock up pro- 
totypes of a few of your designs 
and we'll have the ultimate com- 
pany vehicle. We'll put CRL'a 
name on on* side and Academy 
on the other, in honour of itie 
competition that produced the 
winning design. This particular 
winner collects a compact disk 
player, and he's called: 

Paul Simcoxp f ram Sutton Col- 
dfield, W«et Midlands. B75 

MX 

Furthermore, 50 runners up are 
set to collect a copy of 



Kenton Low, VVerrttriay HAQ 3RG: Nicholas 
Wriaiosworth, fJiaan CT? 9HR; Jonathon 
Beech, Bafl&3hsry NP1 g>PQ: Atan Jones 
Wi*xham U.1? 0LT : G G While. Upper H*a0- 
Ml titan Susshj BN-i 3jP 1 waggev s. „nh 
WthjkjD OPy ; Marc Crowiher . Upton L4B 



LONDON TOWN 

The delectable Julia from hew 
son will soon be travelling tha 
streets of London with Mark 
Smith from Tups ley near 
Hereford because his correct 
entry was first out of the bag in 
the Crty Sticker competition 



QpNtr Gwt. Droltwlch WR9 APE, Hu* 
ButikflflN, GqoIb DNH 3HT, Thomas 
Wc&obie, Kincaictaton KA7 Msnin 
McKirrow, Bournemouth SUB 4DQ; Gary 
Hfldan. Sktpliyn 0Q?3 2TN; K A Hw^gman, 
Byghey WDZ 3ST; Daniel AEhfrtwe, FtyriOLth 
PL2 4BT r Howard Carlisle, Har*lonh LS1H 
*HD: Gf-aham Lartglay, Warminsnjr RA1 2 9DE 
Bnan Staete, TraiWit EN33 2NF : Spencer 
Ga», Hiding RGB 713 IJ: &endan Judge, 
Fonnfcy L37 TfY, Steven Trntt, Hainan KX4 
BBL, LAb Gwtzen, London S£-23 3tiN. P;iul 
Kirby. Enater EX5 3£E. fll^hfirij Putfslwy. Penn 
WV4 4BG, r Nuttatl, Cwiinrfipm HVift 4DS; 
Bran Molon ey , C rftwley RH11 DFG: Devrd 
Etjg*. T(HfOfd TF7 &P.X; Patrf Durkin, t'xmourh 
EXfl4PX;Grae™ AiiKinum, BifthnpAuc*lind 
OLS4 BPL, Andrew McMftiii-jmin, Chtttoitald 
S4U 2NB, Nail Dalllrin™ CX^iiJc CH& 3 LB 
Paul Sklltor i ^.nihr-ohDHFi CR3 9EW; Richad 
StaML Wttlan WF2 6LF; Maflhew Ayiaa 
Souihrnirretef CMO ^OF, Darren R#cfan. 
Stockport SK2 7LU 3 Jnrtfci KnkUvnv.^er 
0Y1Q3QS; Stephen Chfrottffy Blackpool. FY 4 
3DW, L*^ fkisi. iw. Kingswood Estate SE21 
BQB. Diwid Jackson, London PR4 SPE, 
Gargth Owen. Craioevon. Northern Iceland 
FJT65 4AB; RicharrJ Hotcfriun, SrombOUffi* 
EM 1 0 ?LM. M FuriadCi, L&rtdrjn. N3 ?HN; Bruce 
McCoubre*. Beffasi., Wo^lhefn Ireland GTS 
Johsi Smith. Scotland FKlflfihH; Devtd 
Wtieflff, KenthrortTi CVa tAQ. Psigl 
Greenougn. Raddilte Ml?6 9G2. AfHOfty 
Leyzell, Wottrfighjh CAT 4 3JF; Antfrany 
Stamp. Portslwlc Br44 2PF : Jimes Bowvase, 
Coul«lort CR3 3Hfl; Andtew Wt»d r Ricnrnond 



draw, He's a winneri A further 50 
winners are about to receiwa a 
copy of the game by way of con- 
solation; 



Roger McGilvray, CumttOrftauld Gfi7 ll'A 0 
Wan en. HorHdrd SG14 3T0: Cantiei Bal- 
<tirstjy, Scale Hall, Lancaster; AJan Co<Saf K 
Lockerb* DGl1 Itiomas Gammon. 

Swansea SA1 4QJ; Mr Ejjmonn Mdytea, Lon- 



don 3DG; Marc Penmnglon. P^^teN^^em, 
M>- Mi^ryr Pmyr Biir'--:-j. CamouBfce DDY 
YDE; Chris L^mqnd , Tryro TFtl lQB. Sltphe*i 
Fisher, Wes1 Draylon UB7 90U: Psul 
Cir^mxjyr-.. Hadulifle W26 9GZ; Simon 
RaurwJ, Stocfclqn TSlS 7ST; PMip Kma, Lud- 
low SYB 3NX; I Andrews, London flf G 
Ro9«f Grwn, Wakalield W2 7Efi : Oierbe 
Mc^gan, ArtdiSCQrnfcw CPO SET; Colin Reekie, 
SLMonerts, Frfe KY10 ?0H; Gsreth BUymo. 
Chelrft&1ord CM2 fiBG; N&l BlaKe, Carlion. 
r^tli^MiYi NG4 1ER; Joe Lei*1, Addlestone 
KT1S 2TL, Phillip Bennett, Grantham NG33 
4&L, Gr*9 Chrisiifi. Krrttcaldy KY1 3RA; 
James Pratl, Ashby-deM&^OwCh LE6 5TW; 
Davtd Bone, Nebourn hrE^l ^JF; Mr M 
KrK5wtes, Soummirrslef CMO 7BB; Andrew 
Beisnt, CfOUgtllon hjhj 1 3 5t_T: Paul WakeHing, 
Grobv LE& ODE; B Cheesanwi, Penhill Sw? 



5LW; Mr Slfiwart Cratl, Lancas-tw LAl 40Z 
K*ith Waflaca, Shefliefcj Sn 7LG; SlevenSur- 
ndcje. Isle Ol Wighr P0i3 3QY. A Challen, 
Rushdan NhflO Q&G, g SmUh, SlOCicton 
TS 1 9 7U; Nuet Ruherv. Ponce#ract WFB 2SJ; 
Kevm Kood, Sea^am SR7 7£R; Trevor Mom- 
'ray-Cooper, Ware SG12 7DD; Chfffftophftr 
Barber, Garfodh, Leeds LS25 1 JD; Tony gea, 
ShflffleW S10 3PF; Tany Gooduy, Romford 
FtM5 2EJ; Lee McGill, nfford iQ2 SAu M S 
Wwe, Birrrun^mm B34 6AH; s J WelEon, CftT- 
lisle CA1 2 AW, A Thocpe. SfSaha/m 3R7 7jD; 
Robert Fewon, Ellesmefe Port L&52D?. Uoyd 
Robertson, Reepriam NRtQ 4ES; Anon, liytwt 
SevcffedeaTi, Bnghlon 4GE, Manhew 

CrtvellL YmvU BA21 SXB; l n n Franks. 
Coulsdon CR3 3HTl S Kathravelu, Ne* Mai- 
den KT3 BNV; Andrew Judge, Leyland PRS 
I BlH. 



YOU SAVED DAN AND DIG BY! 



Lots of people completed Oli's 
Dan Dare strip for him. and after 
much deliberation the top two 
prizes in the com petition we ran 
wtth VIRGIN go to: 

Wayne Trauim, of Horthwiy, 
Tewkeabury GL20 8RW And 
Les Brown, of Ossett, West 
Yorks WFS OQD 

They both collect a copy of Dan 
Dare the game, a poster, a T 
Shirt, 3 copy of The Man IVho 
Dr&w Tomorrow and the choice 
of either five albums or three 
videos from VIRGIN s 
catalogue. 

Meanwhile, three more 
people collect a copy of the 
game, T 3hlrt p and paster: 

Simon Brett, Pougliill, Bude, 
EX 2 3 9HB; Robert Bryan, 



Cheadle, Hulme, 3K8 SDF and 
Jared Siflfth, Saltburn-Qy- 
T|ie-Sea T Cleveland, TS12, 
1PD 

Rrwlly, 25 runners collect the 
game and p poster: 



Cwan Montague, CrevfrtMii, Northern Ire- 
land BT73 afcU P.^iMi! Ow. SuFDrton KTb 
SE5f , Ma1h*w Ayr^*, Southrrar^ar CMO ?0F. 
Thomw Lennox B4miingham B44 0L.g 
Murim^w Moloney SiTepsned LE12 9AR 
Nicholas Wr*gias*ofin. Ble^n 9HP. 
Matthew Srwlh, Penif hall ST4 7EH. S Brown 
WaHlwnRilow 617 4AR. ViFx»nl RaBenberg 
Sapqetw^fk. London rVB 9LG, Andrew Pf<u 
TyiiUi.T.lpy M297MA. Stephen Ward, Shannon 
Cb Clara. EirB; Jame hM, RichmofKi TW9 4 JF . 
John Lewis, Kifrnun PA?3 SSE; John Mullen 
Doweca" L 1- ONU. Khihd London NW2 6LA. 
John PcittBr Jirxi Mum. Lurthall BAl feTO. Ian 
MOOf*. BoHar>1 8T4 36J Ew.nn MjppwCH*::N. 
Fofeo^ne CTlfl SHT; Jon Gill. Srtijtjlffy 0V3 
3EA, Mart* Harmon. SJ AKjinrtj AL? 3HN 
Dereh Slonn BunJor. Village SR3 2PX. Da vrt j 
John JackKon, Longton PFRl &P£. j Singh {Mi |, 
KariUry TFt JPN; {y^lasn Wyn Owen , Anglnu 
LL77 &YX, TanvirHanif. fiarrv CF&«HD 



ADVENTURE CHART WRITE IN COUPON 



My top five programs are; 



Please use block capitals and write clearlyf 

TITLE 

Name 

1 

Address 

2 

postcode tshmtsize 5 



VOTE OUT OF TEN 



Send your coupon to CRASH ADVENTURE TRAIL, PO BOX 10, 
I LUDLOW, SHROPSHIRE SY8 1D8 

i 

f 



CRASH HOTLINE WRITE IN COUPON My top five favourite programs in descending order 
Rease use block capitals and write clearly! are: 



I Name , TITLE 

[ Address , 1 

! 

I Postcode , , , 3 



PRODUCER 



j T SHIRT SIZE 

I Send your coupon to: CRASH HOTLINE, PO BOX 10, 
I LUDLOW, SHROPSHIRE SY8 1DB 
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The Ultimate in 

Joystick Control 

Arcade Quality 
with 8-way microswitches 

Faster response Hmes provide o smoother , more accurate 
paying action for higher scow arid its tough, dependable 
construction guarantees reliability during use. 

* Economically designed, nylon covered steel 
handle and base for smoother playing action. 

* Rubber action retu m to ve rticd of joystick for fast 
positive control 

* Large, dual fire buttons for q uick left or right hand 
operation, 

* Non-slip, rubber base pads ensure joystick 
remains firm during play. 

* Extra long 5 foot ca ble a I lows more comfortable 
ploying positions, 

* Guaranteed for 1 year. 
Suitable for; 

Amstrad; M5X computers; Commodore 64 and VIC 20; 
Atari; SincbirZX Spectrum {when used with on interface}. 



COMPETITION 



PRO 



TM 



Distributed in the U.K. by: 



Unit2 p 

Rotherctfiorpe Avenue 
Trading Estate, 

Northampton NN4 9JN. 

Telephone: 0604 AB711. 
Telex; 311254 LEISFTG. 




Manufactured 
in the U.K. by: 

marketing Ltd 

A Cqm Indutfnea Company 

Coin House ■ New Coin Sfrwt 

Royton Oldham OL2 oJZ - England 

Telephone: 061 6267222 Telex: coV /(•:>■: r,nG 




nebtcfevice 



EXPRESS SPECTRUM, BBC 



and COMMODORE REPAIRS! 



WHY PAY HIGH 
FIXED' 
PRICES 




(We do not charge you for our 
fancy premises by charging 
high 'fixed 1 prices! 1 ) 
Reputations tate time to build . 
we have been repairing ZX B 1 "s. 
Spectrums r QL k s h Apples and 
BBCs professionally, for 2Vk 
years - who ts coming second? 

dfSt in all U.K. rtfth WHHe>y Wan f*pa*rsl 
mm rHTCr^TIGNAL repair ?*™at\ 

to charge LOW PRICES for tne smaller 
nepaaisRe.g. £9 for keyboard faults] 



9 
9 



FOR HONESTY - We let you watch 
your computer being repaired and if 
there is nothing wrong wth it. we will 
tell youin 

FOR REPUTATION & HELPF13LNE55 - 
I have come across a firm that win be 
more than willing to acMse you as to 
how to remedy wur problems. TTwy 
are called MUKOMP and as well as 
repairing faulty computers, are also 
quite willing to discuss your prrowems 
with you and offer reasonably cheap 
and mare mportafltly CORRECT 
CURE5^ Phil toners POPULAR 
COWPUTI NG WEEKLY JAN S5. 



FQfl 5 PEED - ^One firm at seast tan 
«fT«S any necessary repairs over Ihe 
_ -counter In 45 nvmutes. Based in 
FOR LOW PRICES 'My computer «T Manchester, MAMCOMF can offer 
blew recently. I tot* it to MANCQMIV what is arguably the ttSTEST 
who fixed it in 6 minutes! and fbr h 



than £101 They are local. Clued up . 
and Dhnongiy effknentr 4 HEAT0NS 

. FOR PROFESSIONALISM - Of all 0W 
repaLr companies "Sinclair U set spoke 
to, MJJtCOMP seemed the PrfOSf 
PPOFESSlum when it came to advice 
and a Mlpful atutude" AUG 95 



is arguably 
tun-iaround in the business to person! 
callers' CRASH Maoajira JUNE L985 

THIS fS WHYSpKWm users: from 
London, Conrwalf. Scotland. 
Birmingham, hverpool, Coventry. 
LMHter. Ciiossop. ).QM r etc. 
AUSTRALIA. AUSTRIA. BELGIUM, 
EGYPT, EIRE, GZRmtiV. HGi-LAHD. 
KUWAIT, t+QRmV, FHNSTAM, PAPUA 



VEWGUWEA. ARABIA, 

SWEDEN. SWITZERLAND and 

ZIMBABWE- i*nd OW 5cWTrums to 

MANCOMPfprri>pa\ri 

2A HR TURNAROUND NO QUIBBLE 

GUARANTEE NO HIWKN COSTS 

Because we repair nundreds of 
computers every week we are 
ante to pass on our component 
buying, discount' to YOU in 
lower prices . . . ZB0A cpu 
£1 ,50, 4M 650p, Upgrade 
fitted £19.95 

- we bring down the prices for 
repairs and components! 
{We may refuse to revive 
rornputers suffering from 
attempted D.I.V repairs!) 

Ewry parreisentby 

Royal Ukii Receipted Post ana rnsu red 

for return journeyl 

(For nert day delivery include E 1 J5Q 

extra) 

(Secuncor by pnor arrangement |. 
On-site maintenance for App-es. 
IB Ms and most makes of printers 
aiso dvaiLabi* 



V0LJ DO NOT LIKE OUR ESTIMATE 
WE WILL RETURN THE COMPUTER 

ahdrefund the postage, incurred] 
MANCOMPltd 

(Dept €12 ) 

Printworks Lara.Levei^ulrne 
Manchester MI9 3JP 

Phone 061 -224 1988 
OR 061 -224 9888 

OPEN MOM SAT Sam to 7pm 





FFiirrrwOftHS 

LANE 



WHY DELAY QURE5T1MATE5 ARE What WG tlO tOffey - < 
FREE AND WITHOUT 0BUCW0N IF Q-fheFS tlO tOmOTTO Wl 



NOTE OUR PRICES AND WATCH OTHERS FOLLOW THE LEADER 
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THE CHALLENGERS 



1 Ppui Jghnt 

2 JfteWaldnm 

3 3t*v* bylku 

4 Mm* Sutton 

I Slav* SuUidg* 

1 1 Adam Har# lun 





ONE RAINY DAY IN 
NOVEMBER . . . 

An impressive array of footballing 
talent gathered in the function room of 
the Starline Club. Adam Harrison had 
travelled all the way from Dewsbury to 
take part in the day s events, ehauf- 
f cured by his father. Paul Johns had 
made the trip from Wokingham in 
deepest Berksnire with Mark Gillard, 
his self-appointed coach and trainer, 
Steven Bayliss was accompanied by a 
team of supporters - his family had 
decided to make a day of it, and char- 
tered a minibus to get them from Forth 
in Mid Glamorgan. Cheshire, or more 
precisely Mai pas, was represented by 
Mike Sutton, and Birmingham's con- 
tender, Steve Cartlidge Brought his 
parents and sister for moral support. 

Nervous glances were exchanged by 
these five contestants as they tried to 
ascertain each other's footballing pro* 
wess. The buffet wasn't given a second 
glance — the rigours of travel combined 
with pre -match nerves meant no-one 
was hungry. The sixth man, Joe Wal- 
dron — founder of a short-lived 
magazine called MDAS . (short for 
Match Day Appreciation Society) 
wasn't there — had he been overcome hy 
last-minute nerves or was he deliber- 
ately winding up his opponents? The 
tension mounted. 

Three tables against a wall each 
groaned under the weight of a monitor T 
computer, and cassette deck. Match 
Day $ loading screen appeared on three 
monitors ana a pair of empty chairs was 
in front of each table, Cameron Pound 
could be heard setting up his studio flash 
gear in the adjoining room, and flashes 
of blue light illuminated the playing 
area as he made the final adjustments. 
The coffee percolator in the midst of 
the buffet burbled its annoyance at 
being ignored - or was it the rumblings 
of a nervous challenger's stomach? 

Then the programmers made their 
entrance, Jon Ritman had driven Bcr- 
nie Drummond and Chris Clarke up 
from London that morning and arrived 
clutching a cushion "for the back trou- 
ble" and a carrier bag containing 
favourite joysticks. Still no sign of Joe 
Waldron - was he pushing gamesman- 
ship too far? 

First panic of the day was caused 
amongst the assembled CRASH Min- 
ions when Jon spotted that only one 
Spectrum sported an Interface 2, The 
trio of programmers are all confirmed 
joystick wielders - "what if we have to 
play someone who doesn't like using 
keys" Jon asks, A hurried audit of the 
CRASH peripherals cupboard begins 
and then someone decides to ask the 
contestants an obvious question: fortu- 
nately it is only the programmers who 
prefer joysticks - everyone else is hap- 
piest using keys. First organisational 
panic over . . . 

No sign of Joe Waldron though. x 

THE RULES OF PLAY 

With or without Mr Waldron, it was 
time lo explain the ground rules and 
start the contest. It had been ordained 
that the challenge was to take place on 
a league basis, with contestants playing 
each programmer in a match of ten 
minutes each -way. Three points would 
be earned for a win, one point for a 
draw and nothing for losing. If there 
was a tie on points after all the CRASH 
challengers had played their three 
games , a playoff would decide the over- 
all CRASH champion. The champion 
would then play each programmer once 

82 CRASH February 1 987 



Paul Johns and Chris Clarke get to grips 
with some an -screen action in Round 
One. Paul went on to inflict a 5-2 defeat 
on Chris— the first of many. Well, six, to 
be accurate . T , 

more in a game tasting five minutes 
each- way and a final league table drawn 
up to rank the three programmers and 
the CRASH champion 

Everyone understood. Except Joe 
Waldron — perhaps he wasn't corning 
after all. The draw was made and the 
fixture list for five rounds of challenger/ 
programmer games drawn up. 

PLAY BEGINS 

As the players took station in front of 
the Speetrurns, with Steve Cartlidge 
playing Ritman, Mike Sutton challeng- 
ing Drummond and Paul Johns taking 
on Clarke, the audience settled into the 
stands. A hushed, reverential air per- 
vaded the room . The coffee percolator 
gurgled petulantly again, Still, no-one 
had dared approach the refreshments. 
Families and supporters looked on, tak- 
ing their opportunity to size up the play- 
in e skills or the programmers ana the 
other CRASH readers. 

As the first three games came to a 
close, tension mounted and then sub- 
sided quickly when the results were 
announced. The players were able to 
stand down from the eagle-eyed gaze of 
an intense audience and relax for a 
while. Ritman and Drummond had got 
off to a cracking start, striking fear into 
the hearts of all contestants with a 5-1 
and 7-0 victory respectively. Clarke, 

The Final Playoff \ Steve Cartlidge and 
Paul Johns battle it out for the ritte of 
CRASH Match Day Champion 



who went 2-5 down to Paul, proved thai 

Erogrammers were not superhuman 
eings after all. Clarke muttered gently 
about Drummond having pinched his 
favourite joystick for the Chal- 
lenge- . , , 

Steve Cartlidge was able to sit the 
next round out, leaving Mike Sutton 
and Paul Johns to take on Ritman and 
Drummond respectively. Steve Bayliss 
stepped up to play Clarke. During this 
second match the tension in the room 
began to disappear. The percolator was 
relieved of several cups of coffee and 
settled down to a contented hissing, 
while one or two brave souls picked at 
the buffet — it was well past lunchtsme 
after all! 

At the end of the second round Rit- 
man remained unbeaten, inflicting a 
near walkover on the nervous Mike Sut- 
ton * but the tide had changed for the 
programmers. Clarke suffered his sec- 
ond defeat and Drummond went down 
6-3 to his opponent. 

Paul Johns appeared to have the 
makings of a useful player; played two, 
won two. Could he complete the hat- 
trick against the programming trio? He- 
was drawn against Ritman in the next 
round, with Steve Bayliss matched 
against Drummond and Adam Harri- 
son stepping in for his .first game of the 
contest against twice-defeated Clarke. 
Hunger had set in seriously amongst the 
audience, and the programmers 
declared a short rest break while they 
took refreshment. Still no sign or word 
about Mr Waldron T s whereabouts. 

Adam Harrison had drawn his first 
game in the third round - against Clarke 
who was still muttering about Drum- 
mond having stolen his favourite joys- 
tick. Paul Johns was about to get his 
chance to prove his worth by taking on 




ROUND ONE 

RITMAN 5 

DRUMMOND ? 
CLARKE 2 

ROUND TWO 

RFTMAN 1D 

ORUMMOND 3 

! CLARKE 2 

mum THREE 

RfTMAN 3 
DRUMMOND 4 
CLARKE 3 

ROilNOFOUfl 

RITMAN 4 
DRUMMONO 6 
CLARKE 3 

ROUND FTVt 

RITMAN $ 

DRUMMOND 4 

CLARKE $ 



STEVEN CARTLIDGE 1 
Mi KE SUTTON o 
PAUL JOHNS 5 



Mi K£ SUTTON 
PAUL JOHNS 
STEVEN BAYLISS 



PAUL JOHNS 
STEVEN BAYUSS 
ADAM HARRISON 



1 

S 



STEVEN BAYLFSS 3 
AOAMHARRJSON 4 
STEVEN CARTUDGE 6 



ADAM HARRISON 2 
STEVEN CARTTJDGE 5 
MiKESUTTON G 



ORUMMOND 2 
CLARKE 6 



JOEWALORON 
JOE WALDRON 
JOEWALORON 



3 
3 
3 



Ritman* and Steve Bayliss went for- 
ward against Dmmmond. And then, 
shortly after the kick-off ... the mys- 
terious Joe Waldron arrived! Consulta- 
tion began with the organisers, and a 
sixth round was added to the League so 
that Joe could join in. The audience was 
tucking into the buffet with a vengeance 
(and was mysteriously swelled By the 

Ssaterpart of the Art Department who 
scended en masse from their garret in 
the Towers after hearing rumours of a 
free lunch.) 

Sadly, Paul Johns succumbed to Hit- 
man's onslaught and failed to make the 
hat-trick, but at the end of the third 
round he was still in the lead having 
played two games and lost one, Adam 
started out by beating Clarke (hadn*t 
everyone?) and Drummond used the 
stolen joystick to good effect, notching 
up another victory. 

Round Four saw Steve up against the 
demon Ritman, Adam playing his sec- 
ond aame, this time against Drum- 
mond. and Steve Cartlidge returning to 
the arena hoping to collect a win against 
Clarke, Everyone else had, after 
all And true to form, Ritman 

inflicted yet another defeat and Clarke 
managed to avoid winning. 

As the final round in the main non- 
Waldron League began, Paul Johns 
remained in the lead. Although Mike 
Sutton had drawn Clarke ana looked 
set to win the match, he had already lost 
two games and was out of the running, 
as was Steve Bayliss. Adam Harrison 
was still in with a chance - if he could 
beat the demon Ritman. T Steve 
Cartlidge needed a victory over Drum- 
mond to go forward to a playoff with 
Paul. 

Once again, Ritman and Clarke kept 
lo their form, and so Mike and Adam 
dropped out of the running. Steve 
Cartlidge fought a close battle with 
Drummond, nn ally securing a 5-4 vic- 
tory and setting himself up for a playoff 
with Paul Johns. 

The challenge was far from over, 
however. The Waldron Round 
remained to be played - could this late 
arrival, playing firmly in extra time, 
manage to pull off two victories against 
the three programmers and cam him- 
self a place in the playoff? Nobody was 
surprised when Ritman strolled to vic- 
tory against Joe. Drummond > however 
conceded a 3-2 defeat, and if Clarke 
kept to his form it looked like Joe would 
be joining Steve and Paul in a three-way 
playoff. 

Disaster struck for Joe, however, 
Clarke managed to win his first game of 
the day, 6-3 no less, so the latecomer's 
bid for glory was ended. It was time to 
stage the playoff between Steve and 
Paul - a single game of fifteen minutes 
each way. . - - 



The Challenge Final between Steve 
Cartlidge and Paul Johns was indeed a 
marathon game — half an hour of serious 
keyboard pounding would be enough 
to test the stamina of any Match Day 
player, especially after the tension and 
effort of competing in a league. Gradu- 
ally Steve began to edge into the lead, 
and then Paul's game seemed to col- 
lapse for a while allowing Steve to ham- 
mer a handful of goals into the net. 

By the end of the Final, Steve had 
built up an eight goal lead, clearly set- 
ting himself up as THE CRASH 
MATCH DAY CHAMPION with a 13- 
5 victory. 

But before the presentation of a bottle 
of bubbly and the official photosession, 
the new CRASH Champion had to play 
the three programmers once more to 
provide a definitive analysis of his per- 
formance against the byte merchants. 

No doubt Steve was exhausted, com- 
ing straight from a marathon playoff 
into a trio of consecutive games, so he 
may well have lost his peak form. 
Nevertheless he gave a good account of 
himself, scoring three goals against Rit- 
man but conceding six and losing 4-1 to 
Drummond before pasting Clarke 
(traditional, by this stage of the day) 

THERMAL ANALYSIS 

The programmers and the CRASH 
MATCH DAY Champion had played 
seven games each by the end of the 
afternoon, Here's how they shaped up 
in the Super League: 



EHD OF SEASON 

As the Super League table shows, Jon 
Ritman truly plays a formidable game: 
he tin i shed with a goal average of +24 
and seven wins to his credit. Worthy of 
promotion for the next season. 

Steve Cartlidge and Bcrnie Drum- 
mond both played consistently well fc 
level -pegging on points. Bcmie s slight 
advantage in terms of Goal Average 



Steve Cartlidge 


4 


0 


3 


33 


30 


12 


—3 


C hris Clarke 


1 


0 


6 


24 


33 


3 


-9 


Bernie Drummond 


4 


0 


3 


30 


22 


12 


+8 


Jon Ritman 


7 


0 


0 


38 


14 


21 


+24 












Goals 


Goals 




Goal 




Won Drawn 


Lost 


For Against 


Points Average 


Steve Bayliss 


1 


0 


2 


9 


10 


3 


—1 


Steve Cartlidge 


2 


0 


1 


12 


12 


6 


0 


Adam Harrison 


1 


0 


2 


11 


15 


3 


-4 


Paul Johns 


2 


0 


1 


12 


8 


6 


+4 


Mike Sutton 


1 


0 


2 


11 


15 


3 


—4 


Joe Waldron 


1 


0 


2 


9 


12 


3 


-3 


Chris Clarke 


1 


0 


s 


21 


28 


3 


-7 


Berate Drummond 


3 


0 


3 


26 


21 


9 


+5 


Jon Ritman 


6 


0 


0 


32 


11 


18 


+21 



Jon Ritman waits for the champagne 
cork la pop white Hemic and Chris point 
at the new champion 

sneaks him into second place above 
Steve, 

But Chris Clarke , deprived of his 
favourite joystick or not, turned in a 
very poor showing on the day* losing six 
of his games and ending up with a 
measly three points and a goal average 
of -9 to his credit. Relegated, 

nnivirivni 

CHALLENGE 
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CRASH MARL ORDER FORM 

Telephone Ludlow (0584) 5620 

Please send me the following items: 



Title (BLOCK CAPITALS please} 


Software House 


Oisk/cass 


Amount 




















































SPECIAL DISCpUNitt 

£1 off an* order worth more than £20 
50p off any order worth more than £10 


less discount £ 
Total enclosed £ 





PLEASE NOTE: Some software reviewed may not be available until ils release date. If you are in any doubt 
about availability, please rmg first, We cannot be held responsible for deiays resulting from late or non-release 
of trties when previewed before their official release dates were known. 



All price 5 are as quoted under review headings or known retail prices and Include VAT. CRASH makes no 
charge for post and packing inside the UK. Customers in Continental Europe should add the equivalent o* 
70p per ilem ordered. Outside Europe, please write first so ttiat we may advise on postage rates. 

How to pay: Please make cheques or postal orders payable to NEWSFIELD LTD, If you with to 
pay by Access or Visa please fill in the form below. Please do not sand any coinage. 



Name 



Subscriber no. \4 applicable) 



Address 



Postcode 



Fleas* Debit my WH/fcceif Account, 


J wish to pay by Visa/ Access (delete as applicable) 


i 


Signature 


Expiry date 





Please charge my account no: 



CRASH MAIL ORDER. PO BOX 10, LUDLOW, SHROPSHIRE SVB 1M 

Please do NOT enclose this form/payment with any other correspondence to CRASH Magazine editorial, as 
.r will only rJetey processing your order and may resuil in toss. 



BECOME,, 
THE LAW! 




A Chance to Become a 

MEGA-CITY JUDGE! 



Without doubt, Judge Dredd is the 
meanest judge in the meanest city 
m the world. He's nn ordinary 
■judge sitting on a comfy chair in 
a panelled courtroom wearing a 
silly wig. He's out on the streets 
dispensing justice and in the year 
2000 those streets are really mean. 

The cities of America have 
sprawled for and wide. The 
biggest of these awesome conur- 
bations (LMLWD) is Mega-City 1, 
and Judge Dredd is the toughest 
lawgiver in town - he makes Cobra 
look like a social worker. 

The Judges try to keep order 
despite the escalating crime 
'•cjures among the bored, teeming 
millions. Criminals are known as 
"perpetrators 1 , or 'perps' for short 
and Judges dispense the law 
ruthlessly using their multi-pur- 
pose guns. Judge Dredd has a 
reputation: if a perp 1 sees him 
coming, there's generally no resis- 
lance - the bad guys usually give 
up without a struggle or end up 
dead, 

At CRASH Towers, law is dis- 
pensed not with a Dredd-style 



Lawgiver, but with a well-timed 
boot from a Doc Marten! Usually 
placed in the rear of your toiling 
Comps Minion . 

It's Just not fair. All I did was go 
over to IPC Towers where the 
great 2000 AD comic, in which 
Judge Dredd appears, is put 
together. To get a feel for what was 
going on with this competition, 
your humble Comps Minion travel- 
fed all the way down to London 
and ascended the giddy heights of 
Kings Reach Tower, where IPC's 
artists do their thing. 

In the art department, the nice 
Art Droid, Steve Dillon was exp- 
laining how they drew the frames 
and put the comic together. Unfor- 
tunately, there was this bottie of 
Tlpp-ex just sitting there on the 
drawing board, and guess who 
just happened to knock the bottle 
over whilst gazing with awe as the 
cartoon took shape before his 
eyes? As you can see, from the 
results shown here, the Tipp-ex 
splattered all over the speech bub- 
bles. 

Naturally, as the deadline for 



that issue was about ten minutes 
away, those nice people at 
S00OAD started to turn a mite 
nasty . So, pausing only to grab the 
now ruined artwork, i legged it for 
the door r When I got back to Lud- 
low, the Publishing Wrath was 
groat as I explained what had hap- 
pened. I stilt can't sit down. 

Help me out r dear reader. Use 
your imagination and restore the 
captions to their former glory. As 
you can see, this empty-bubbte 
strip is part of a story about the 
confrontation between the great 
man himself. Judge Dredd, and 
another Judge who looks like he's 
made just one visit too many to 
Otto Sump's Ugly Clinic, Either 
that or, going by the logo on his 
helmet, Clint Eastwood/ Dirty 
Harry ts still alive and kicking in the 
year ?O0D and looking for a Spot of 
relaxation after hfs tenth term as 
Mayor of Carmel. 

The best wordsmith is going to 
win a truly unique prize; Mel- 
bourne house will arrange for one 
of the 200 AD Art Droids to pro- 
duce a portrait of the winner dres- 



sed as a Mega-City Judge. And 
the winner can choose which droid 
is to do the portrait from the follow- 
ing list: Cam Kennedy, Steve Dil- 
lon, Darry Kitson, John Higgins. 
ian Gibson, Cliff Robinson, Bren- 
dan McCarth and Ron Smrth. 
Naturally, Melbourne house are 
going to throw in a copy ot the 
game and a Dredd T Shirt. 

Two runners-up stand to collect 
the Judge Dredd Annual for 1987, 
the Judge Dredd board game, the 
T Shirt and a copy of the Spectrum 
game. Finally, ten runners-up will 
collect the compute* game on its 
own. Check out the preview in this 
Issue . . * 

Use your best handwriting and 
whizz your words in to me at 
JUDGE DREDD, CRASH, PO 
BOX 10, LUDLOW, SHROP- 
SHIRE, SYS 1DB making sure 
they arrive before 28th February. It 
you can't fit your captions into the 
bubbles, jot them down on a piece 
of paper, indicating clearly where 
the words go in the drawing. 
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VIDEOFACE TO FACE 



Going all dotty on digitizers 
a couple of issues back ted 
Franco Freyto fame, recog- 
nition but no fortune. Not 
that anyone mistook him 
for Lesley Anne Down or 
Marfene Dietrich, but the 
arrival of a small parcel 
covered in Dutch postage 
stamps showed him that 
Big Brother is watching 
and reading. 
Thinking about late Christmas presents, he 
unpacked the gift. He didn w t find After Eights or Black 
Magic, but an insignificant looking black box . , . 
immediately recognisable as a Spectrum add-on. In 
fact, it was o/ffie variety of video digitisers f previously 
rare and unknown creatures, now suddenly popping 
out of all sorts of nooks and crannies. 




VIDEOFACE 



Producer: DATA Skip 
Price: £69,00 inc VAT/PAP 

One quick look at the manual reve- 
als a great deal about the authors 
English, but little about the Ifid- 
eoface. After the usual prod and 
thrust, the interface was married 
to my row not-so-new Spectrum 
Pius, which has developed the dis- 
turbing habit of violently rejecting 
incompatible interface partners, 
Not so in this case. The Vid&oface 
should happily co-exisl with such 
venerable species as the Spec- 
trum 16K/48K, Spectrum Plus, 
128 nnd Spectrum Plus Two, 
although experiments were not 
made to prove ail these bold state- 
ments! 

Clearly, Videoface is not going 
to perform unless it is connected 
to a video camera or at least a 
video recorder ... as no 
hardware was supplied to make 
the connections, I pinched 3 com- 
petitor's accessory left over from 
an earlier review and madp. the 
appropriate connections. As lite 
isn't worth living without software, 
I loaded up a short program from 
the tape supplied with the unit and 
thanked God it wasn't recorded in 
Dutch . . . 

The menu reveals the most out- 
standing feature ol Videoface - 
animation. Could this really be? 
Was this the breakthrough that 
everybody had been waiting for? 
Was Marlene Dietrich going to per- 
form on the Spectrum? 
optimised on speed and the result 
is a conversion period of only 16 
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non- interlaced TV screens, which 
means a scan speed of only 320 
milliseconds. At this rate, over 
three digriised screens can be 
generated per second, which 
takes the user into the realm of ani- 
mation .The effect is quite stagger- 
ing, considering the massive limi- 
tations of the Spectrum 

Choosing the right subject is the 
main problem, as two aspects 
have to be carefully considered- 
One is the low resolution of the 
Spectrum screen - so avoid pic- 
tures with too much detail. Go for 
close-ups and uncluttered 
screens. Secondly, avoid fast- 
moving sequences: consider that 
the old Bmm home-movie 
cameras operated at 18 pictures 
per second - still six times faster 
than the Videoface - and you start 
realising the limitations. Try to 
avopd panning shots or zoom 
movements. As the digitised pic- 
ture is generated over a period of 
16 TV pictures, any ma}or change 
or movement creates a distorted 
and meaningless digitised end 
product. 



MARLENE DIETRICH 
LIVE FROM THE 
BLUE ANGEL 

The video screen consists of 625 
lines and for a flicker-free display, 
it is scanned 25 times a second. In 
the days when standards wane laid 
down, the frequency of the picture 
signal was seen to be beyond the 




fftraiVft Ah* WDEOFACE 



limits of technology, with the high 
line resolution and 625 lines. It was 
decided to divide the full screen 
into two consecutive scans of 
312.5 lin^s, with the first scan 
defining odd' numbered lines and 
the second defining the J even' . The 
two scans give an interlaced dis- 
play of 625 lines when viewed by 
the human eye. 

Most computers do not have 
interlaced displays, and their 1 
maximum resolution is only 312 



tines or less. This means that if an 
individual half-screen is to be 
digitised and stored, it musi be 
done within 20 milliseconds To be 
able to record an individual TV 
frame, a very fast analogue-to- 
digital converter is required (a flash 
A/D converter) which measures 
the voltage level of the video signal 
and converts the value into a 
binary number ready for storage in 
memory. The main problem is that 
these converters cost an arm and 
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a leg. That^s alright for special 
affects as seen on Top Of The 
Pops, where the video editing sys- 
tem works with full resolution 
screen storage to provide fantastic 
screen manipulations, but it's not 
so good for home computers, 

'Home' digrttsers work with 
slow A/D converters which require 
a frozen picture, as the conversion 
of the screen requires several 
scans and can last up to several 
seconds. The sunset dlgitiser 
reviewed a couple of issues back 
took needy six seconds, but 
stored each point as a nibble - a 
half byte - giving a grey scale from 
1 to 15. When displayed on the 
computer screen, the black to 
whrte boundary could be set any- 
where between 1 and 15. Further- 
more, using up to three different 
stippling effects, a grey scale 
effect could be arranged* giving a 
remarkably lifelike image despite 
the low resolution. 

With Videoface data skjp 
optimised on speed and the result 
is a conversion period of only 16 
non-interlaced TV screens, which 
means a scan speed of only 320 
milliseconds. At this rate, over 
three digitised screens can be gen- 
erated per second, which takes 
the user into the realm of anima- 
tion . The effect is quite staggeri ng , 
considering the massive limita- 
tions of the Spectrum. 

Choosing the nght subject is the 
main problem, as two aspects 
have to be carefully considered, 
One is the low resolution of the 
Spectrum screen - so avoid pic- 
tures with too much detail. Go for 
close-ups and uncluttered 
screens. Secondly, avoid fast- 
moving sequences: consider that 
the old 8mm home- movie 
cameras operated at 1B pictures 
per second - still six times faster 
than the Videoface- and you start 
realising the limitations. Try to 
avoid panning shots or zoom 
movements. As the digitised pic- 
lure is generated over a period of 
16 TV pictures, any major change 
or movement creates a distorted 
and meaningless digitised end 
product. 

CAMERAS 
ROLLING? 

The modus operandi is quite sim- 
ple. Pressing the Q key i nitiates the 
picture scanning and Videoface 
deposits six screens, in rotation, 
within a defined screen buffer area 
of memory, Videoface also dis- 
plays the screens on the Spectrum 
and the animation effect can be 
studied. As the Spectrum screen 
is limited to 256 by 192 pixels, the 
entire TV screen ca n t be fitted into 
the digitised format - the digitising 
frame may be positioned any- 
where on the TV screen, using the 
cursor keys. 

When you're satisfied with the 
fast six displayed screens, pres- 
sing the Z or SPACE key interrupts 
the scanning operation and the 
lasi six screens are retained intact 
within the buffer memory. They are 
now available for display by single- 
I stepping or for animation at vari- 



able speed . The rate of display can 
b& stepped up to create a quick- 
motion effect, The screen on dis- 
play can be copied m saved to 
tape. 

As far as speed is concerned, 
the Videoface clearly knocks 
pixels off the sunset digiiiser. But 
all is not well The digitised screen 
is stored on a pixel basis in mem- 
ory, and grey-scaling values are 
tost forever The trigger point bet- 
ween black and white is controlled 
by hardware, and is adjusted by 
twiddling a potentiometer knob on 
the interface during conversion 
time. Once material has been 
stored, changes can't be made - 
stippling effects can't be gener- 
ated. 

The net result is a comparative 
loss in picture quality. A picture 
captured by sunset's equipment 
with grey stippling effect can be 
much better than a VWeofeee-gen- 
erated picture. So it h s take your 
pick - animation or improved pic- 
ture quality? 

Videoface is fun to use, but it has 
some peculiar quirks. It is quite 
annoying to have the mini -menu 
blinking over the pictu re you're try- 
ing to view when using the single- 
step mode, A more serious matter 
is that the program does not seem 
to be crash -proof. In fact; 
whenever a picture is saved to tape 
the program decides to go off on 
Its own and leave the operator in a 
slightly animated state - espe- 
cially when the intention was to 
save all six screens to tape! Natur- 
ally, the only solution is to reset the 
computer and lose the contents of 
the screen buffer. 

Similarly, during conversion the 
program has been known to wan- 
der off. It happens to the best of 
us,.. The software consists of a 
mixture of BASIC and machine 
code that takes up about 1300 
bytes starting at location 63332. 
The area between BASIC and 
machine code can only be used by 
switching animation off (an option 
in the main menu), otherwise this 
area is used to store the six 
screens. 

The manual lists Videoface com- 
patible interfaces which can be 
operated without interference. 



CONCLUSION 

A very enjoyable add-on for the 
Spectrum, which can provide 
hours and hours of entertainment. 
I still haven't found any serious use 
for a digitiser, but that, to my mind, 
is not very important. Make Sure 
you have a video camera or a video 
recorder with a good still frame 
facility if you're after good still 
shots. 

Til end by quoting the excellent 
manual, which sums up all aspects 
of the Videoface in a short and con- 
cise way: 

Now you can using the QATA-SKIP 
Videoface pour signal from the 
analogue world into a digital dress. 

Interested image-grabbers can 
acquire the Videoface from DATA 
SKIP, Lange Willemsteeg 10 p 
2801 Gouda, Holland 



COMPLIMENTing 
the SPECTRUM? 

Saga systems are well known for their attempts to 
change your meagre little Spectrum PCB into some- 
thing that looks twice the price and feels three times 
as important - now saga have leapt into the Spectrum 
marketplace with a new batch of goodies for the more 
serious user; The SAGA Compliment 

Saga have collected what they think is the best 
hardware from all over the Spectrum world, found 
some complementing software and bundled it all 
together, When added to a Spectrum PCB and TV/ 
monitor, this becomes the complete executive pac- 
kage for those who want something more than a 
games machine. 

DOMINIC HANDY, our resident word -processor 
reviewer, takes a look at the collection of equipment 
and software available for £343.85 including VAT. 

compliment 
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1 - Sy stem ut i u tie? e t c * 

2 - WORD -PROCE5SOP: "TI_U* 

3 - DPTR-BP5E. Master file* 




THE BRAINS... 

Hie heart of any computer system 
is the controlling software - it must 
be easy to use, yet powerful 
enough to push the hardware to its 
limits. The Compliment system 
does its best to fulfil both of these 
requirements. Once you've con- 
nected all your hardware together, 
all you have to do 4s turn on r insert 
the system disk and press RUN 
(oh, and ENTER). That's it, you are 
now in the Compliment Operating 
Environment (GOE): you never 
need know how your computer 
works. This makes the Compli- 
ment System perfect for anyone 
that wants the power of a compu- 
ter without the hassies of prog- 
ramming. In the COE you are pre- 
sented with a series of menus and 
sub-menus from which the disk 
utilities and software provided 
with the system may be accessed. 
The three main programs involved 
are The Last Word, Masterfite and 
Omnicafc 2. 



THE WORD 
PROCESSOR . . - 

The Last Word (or 71 W as saga I ike 
to call it}, is saoas contribution to 
the software, I looked at TLWin 
Issue 31, but Til give a short 
resume of its contents and perfor- 
mance for those of you who are 
too fary to search out the full 
review , . , 

71 W$ main attraction is, that rf 
you have a 80 column printer, the 
screen can display the exact for- 
mat of your printed text. You have 
a choice of four character widths 
from the most legible, 40 columns 
to a clever (but eye-straining) 80 
columns. TLWte not as powerful 
as other word processors on the 
marked - it lacks a sophisticated 
find/replace option, and has com* 
plicated and limited block text 
handling - but where TL W rules 
supreme is in the area of compati- 
bility with its surrounding petfpher- 
als. 
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71 Ws printer handling is 
ond to none, and the opus disk 
drive is catered for in every way. 
Other 71 W extras include a cal- 
culator and the ability to include 
BASIC variables and data from 
Masterfite directty into a 71 W text 
file. An extra program has been 
added to the original TLW for 
Compliment and allows the user 
to define odd-looking letters and 
symbols to appear on the screen. 
This makes it completely compati- 
ble with the Compliment printer, 
which can print international 
characters from eight different 
countries 

THE DATABASE 

Saga went for the best they could 
get, and the best is Campbell sys- 
tems' Mastertile. This database is 
almost totally menu-driven, and 
although it takes a while to get 
used to setting up files, it is rela- 
tively quick and powerful, and can 



Spreadsheets are used to store 
and collate mathematical data. By 
applying formulae you can 
(amongst other things) work out 
VAT returns or forecast profits and 
losses for a period of time. When 
the results have been calculated h 
they can be plotted on a histog- 
ram. Unfortunately, although I 
could get a print-out of the resurts 
table, I couldn't manage to get a 
hard copy of the histogram. 
Qmnicafc Is arguably the best 
spreadsheet on the Spectrum, but 
I feel that the program is out on a 
limb in the Compliment system, as 
once you've got your results you 
can t transfer them to any of the 
other programs, 

Unfortunately, all the software 
seems to have been grabbed from 
the respective software houses, 
made compatible with the disk 
system and the printer and then 
left alone. If Compliment is sup- 
posed to be a fully-independent 
system, then the manuals should 
have been re- written and the prog- 
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use up to 32K for data storage in 
the 4SK machine. After data has 
been entered . you can play about 
with the on the screen presenta- 
tion - usjng boxes, lines, and diffe- 
rent text sizes and cotours to 
enhance the presentation of the 
file. 

The file search is very powerful, 
and includes facilities to total up 
and average numeric data. Mas- 
fertile results can be printed out or 
saved onto disk via the addition of 
a new opus disk option, and may 
be used in conjunction with TLW 
to give a very powerful letter- writ- 
ing combination. 

THE 

SPREADSHEET 



Good spreadsheets are scarce on 
Ihe Spectrum, so it is not surpris- 
ing that Qmnicaic 2 was chosen to 
fill this slot. II was originally written 
and released in 1 984 by those nice 
people at i 



rams altered to exploit the 
hardware to the full. As it is, the 
package seems a little disjointed, 
leaving Masterfile and Omnicalc 
looking dangerously dated. 



. . , AND THE 



Now on to the expensive part of 
your £343.85. Saga are amongst 
the top producers of Spectrum 
hardware, and they haven't 
skimped on the Compftment sys- 
tem. The hardware consists of 
three basic components - the 
keyboard, the disk drive, and the 
printer. The keyboard would nor- 
mally cost you about £50, the disk 
drive around £100, and the printer 
a cool £200. 



THE KEYBOARD 

Need you ask? Of course saga 
include one of their own 



keyboards - not however one of 
their best! They've decided that 
the saga 2 + is good enough for 
the job - and they're almost right. 
The unusual layout of the keys is 
hard to get used to. If you fancy a 
quick session programming, there 
are no keyword legends on the 
Keys - you have to look at the 
keyword layout at the top of 
keyboard for guidance, The saga 
2+ looks much better than any of 
the Sinclair efforts, and is a neces- 
sity for the keen word-processor 
user. 

THE DISK DRIVE 

No surprises here either! Saga 
have opted for the (almost) indus- 
try standard opus Discovery 1 disk 
drive. To my mind, pound for 
pound, this is the best Spectrum 
disk drive available. As well as get- 
ting a 3.5 inch single -sided, 256 K 
(179K formatted) drive, you also 
get a parallel printer interface, 
Kempston joystick port, compo- 
site video port, and an on/off 
switch. The opus is compatible 
wfth Microdrive BASIC commands 
(although you don't have to use 
that long-winded method - opus 
have their own shortened com- 
mands}. 



it at that price - it's worth much 
more {but I won't tell them if you 
don't). The Pofo is claimed to hit a 
top speed of 150 characters per 
second in draft mode -I'll take 
their word for it - although normai 
speed is 1 20cps and this gives out 

very good quality output But if you 
want a real surprise, look at the 
25cps Letter Quality mode. At this 
speed you would expect very 
good quality printing - but to tell 
you the truth it is very hard to see 
the difference between output 
from this and from a datsywheel 
printer that would cost you about 
C500! 

You also have the full flexibility 
of a dot -matrix printer, allowing 
screen dumps and output in lots of 
different styles. I did find however, 
that once you were In LQ mode 
you were a bit restricted as to what 
style you printed - for instance LO 
italics are out of the question. As 
with all the hardware in the Com- 
pliment system, the Po/o Mk U 
printer is one of the best in its 
class. 



After having a good look at the 
Compliment system, I am left with 
the teel ing that it is a bit too expert- 




The Discovery 1 is capable of 
renaming files or copying from one 
disk to another. It can even copy 
whole disks at a time {all by using 
one drive, although you can 
upgrade to two). It also offers the 
added bonus of random access 
files - which make the Discovery 
quicker all round, Romantic 
robot's Trans-Express program is 
included, and can transfer very 
simple programs from tape to disk, 
or any type of program from disk 
to disk, 



THE PRINTER 

The printer chosen is the Poto it 
LQ. It's a dot-matrix epson -com- 
patible printer, and as L said earlier 
it normally sells for C200 (and saga 
are the sole distributors), Ttiey 
must be out of their heads selling 



5i ve to lash out on all at once. As 
TLW has just been released it 
doesn't seem out of place, but 
Ma$terfi!e and Omnicalc (although 
good in their time) show how dated 
they are if put through some rigor- 
ous tests. I would much rather 
have seen myrmidon software (the 
designers of TLW) design a whole 
new set of software packages. On 
the hardware side saga can't go 
wrong - they have picked the best 
of all worFds. Saga also realise that 
around C350 is quite a lot for a 
Spectrum owner, and they say that 
they are willing to supply you with 
the equipment that suits your 
needs (and financial means). 

Despite the my niggles about 
the software, saga have come out 
with a respectable challenger for 
Uncie Alan Sugar's PCW: to my 
mind, they've beaten him on all 
counts - after all, his software 
leaves a lot to be desired « . . 
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Jon Bates was out 
doing his Christmas 
shopping when he 
popped into his local 
branch of boots. What 
should he see, but 
cheetah's latest 
Keyboard and MIDI 
add-on? CHEETAH 
hadn't sent him the 
goodies, so a quick chat to the BOOTS Man- 
ager led to a review . . . 

THE MK5 KEYBOARD 




For the first time ever, a computer- 
based firm has stepped out boldly 
tnto I he territory of the music busi- 
ness. In short cheetah, under com- 
mission from boots, have 
launched what is known in the 
trade as a "mother 1 keyboard. On 
its own it's as deat and dumb as a 
stuffed dodo, but finked *ia MIDI 
10 either a synth. synth module or 
MIDI Iwdware, it acts as a 
polyphonic master controller of all 
and sundry — especially those 
synths equipped with fiddly little 
keys. The instruction manual is 
very easy to understand with jolly 
diagrams of the various configura- 
tions that can be achieved with the 
keyboard and various add-ons. I 
will assume that you have a little 
knowledge of MIDI by now as ! 
have been bleating about its vir- 
tues for some time (see - you 
should have been paying atten- 
tion!) 

The MK5 is a five octave 
keyboard with full-size keys and 
transmits MIDI codes. Obviously it 
transmits note on/off. but by 
selecting the centrally-positioned 
program mode button, the top 
octave takes on various other 
functions! channel up/down r 
octave up/down and program up/ 
down - programs here meaning 
the sound programs banked in the 
synths -all 1 2B of them A red LED, 
positioned to the right of the 
keyboard, flickers ominously 
whenever a note is played. From 
this the channel t program, and 
octave number are read off. End- 
less sustain (more correctly, a hold 
function) is achieved by pressing 
ihe mode button before releasing 
the notes 

The pitch-bend wheel is rather 
oddly positioned - above the 
Keyboard and parallel to it. I'm not 
sure that this is a good thing: no 
other keyboard manufactured 
since 1971 has done this. It's 
almost as if it were an afterthought . 
Another problem is that it only 
tends half the value which the 
synlh Is set to. 

As with most products, cheetah 
have had to suffer the problem of 
how much they can include in the 
MK5 without raising the price too 
tiagh. Much of the MIDI protocol is 
not here: keyboard split, modula- 
Uori wheel, transposition, tuning, 
provision for sound layering and 



velocity sensing are all absent, A 
more serious omission is that it 
does not work in omni mode - 
transmitting on atl sixteen chan- 
nels simultaneously. This means 
that you are rather stuck when it 
comes to using two or more mod- 
ules as you can only address them 
individually or by re assigning 
each synth s receiving MIDI chan- 
nel. Perhaps an intelligent add-on 
box could provide multiple patch 
(program) memories and far more 
detailed MIDI data instructions, 
(Many thanks to the management 
and staff of boots tn Stourbridge, 
who loaned us their one and only 
MK5 for the purposes of this 
review. Mass executions have 
since taken place tn cheetah's 
promotions department as a result 
of their grave oversight.) 

MINI INTERFACE 

The MIDI interface from cheetah 
has still only appeared in pro- 
totype form - there is however a 
MINI interface. This is an e*tra for 
the MK5 keyboard, but it is essen- 
tial if you have a 128 but no synth. 
It gives you control over the AY 
8912 chip rn the 128 which, it must 
be admitted, was really designed 
with arcade games in mind: only 
giving you 3 basic square wave 
Plugging m the hardware and 
loading up the Microdrive-com- 
patible software gives you full con- 
trol over the chip: sound shaping, 
pitch shaping . noise mixing and a 
split keyboard function. The menu 
appears as pop- up overlays on the 
screen yov are working on and is 
very easy to work use 

Full marks for the graphic dis- 
play of the sound/volume shaping 
section (more properly called an 
envelope). It gives a pretty good 
idea of what the sound will be, 
although the sustain part of the 
envelope seems to have a fixed 
duration. It's also a doddle to work 
with. Not so the pitch envelope, 
which is far more complex and 
requires you to fill out an eight 
stage table of up to 24 numbers 
per sound. Why not simplify things 
and display it visually? 

The noise 1 is optional and can 
be mixed in with the main sound or 
heard on its own. It isn't woncter- 
I fully clear from the manual, but the 



noise is also shaped by the volume 
envelope. There is also a modula- 
tion option which allows the noise 
to be affected by the pitch 
envelope: a different sort of 
'swoosh' sounds depending on 

wh part of the keyboard you are 
playing. 

the keyboard split is a goodie. 
Although the ch>p is only capable 
of playing three notes simultane- 
ously, these can be split so that 
the bottom two octaves of the 
keyboard can play a different 
sound to the upper part, a useful 
and very sensible function. The 



MK5 keyboard - very efficient The 
big complaint here is that none of 
the sounds can be labelled, they 
are known by numbers only. I can 
see this as a real pain when you 
have created various sound files 
and need lo remember what voice 
Is what from file to file. Also a file 
merge would be nice so that voi- 
ces on one fife could be added to 
another. 

Given the limitations of the AY 
9812 chip, cheetah have done a 
fine }ob with this module. I'm not 
sure that it justifies its price lag - 
particuiaHy as i could not gel mine 




pitch bend on/off is really a non- 
starter as: a) you'd hardly fiddle 
around with the pitch bend control 
if you didn't want to use it so why 
bother to switch it off and b) it 
doesn't track with the key scaling 
- in other words it only bends a 
fraction of an octave at the bottom 
end but achieves a full octave of 
bend at the top. 

There is a tremolo option which 
does a fair job of chopping the 
sound up, plus a sound file which 
can contain up to 64 sounds - you 
get 20 when you purchase the 
module. Sounds can be called up 
from the Spectrum or from the 



to work with any other .MIDI 
keyboard other than the MK5 (I 
suspect some mix-up of MIDI 
codes and flags). It is however a 
fascinating and easy tool to use. 
Watch this space for details of 
their next load of music modules- 
it would seem that cheetah are 
becoming very motivated in this 
direction, j 

Both these products are availa- 
ble from most branches of goots. 
The MK5 will set you back £99.95 
complete with power supply, and 
the MINI interface E29 95. 

JON BATES 



TAPE UTILITY 9 



This program gives a tape back-up of most aoftw&rel 

Even converts most ferky loaders to normal for reliable loadmg. 
Manages v. long programs (even 51 kl), fast loaders, etc, etc. 48k 
Spactrums only, on tape £4.99 If updating). 



NEW TRANSFER PACK 3 — for tape to drive 



A soft warn system to convert many TAPE based program* to your 
DRIVE <no matter what type) + OTHER USEFUL utilities. Most jerky 
loaders are EAS1 LY con verted to d rive . Pack has at least 7 programs* Only 
4$k Spactrums. Opus/Beta owners add £1 for optional extra program. 
State name r>! your drive when ordering, tit, 99 on tepe OR £l2.ft& Ofl 
m/drlve cartridge- (Efi updating) 

INFORMATION SHEETS - W each - appro* S transfers ol popular 
programs, per street - needs TP3. Lip to No, 25 available. Special offer 
- NO'S 1 to » only E4.50! 

MICROTIA NS - for m/dnve to m/driva back up + tape lo m/rjrive (ind 
headerless) - does NOT convert programs. £3 on tape, £4 on mJdrkve 
cartridge 

Overseas: add £l Europe, C2 others each product . SAE for anguine^ 
ALL QUA PflOQRAMS CARRY OUB MONEY BACK GUARANTEE 

(not update*) 

LERM r DEPICR, tt ByQJHSimo 
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This month Simon 
Goodwin gets to grips 
with the latest, and 
self-proclaimed 
greatest compiler 
from HiSOFT. After get- 
ting into a bit of a 
wrangle with DATEL 
that is! 



WAR ON THE 
PERIPHERY? 



After much telephoning I have 
found out more about the joystick 
problem mentioned in last 
month's review of datels Snap- 
shot 2. For some strange reason 
the Snapshot would not work wrth 
a Cheetah Mach 1+ joystick. The 
stick worked fine with other inter- 
faces and the Snapshot worked 
with older sticks - in fact oatel 
said that it would work wrth any 
slick (and ANY software - but 
that's another story t . . ) 

Datel and cheetah each have 
their own explanations of what's 
going on. Since they're in direct 
competition, you may not be sur- 
prised to hear that they blame one 
another. Judge tor yourself: 

CHEETAH 

Cheetah blame datel for using the 
wrong kind of l pull up' resistors in 
the Snapshot interface, which 
apparently means thai il requires 
an unusually high signalling cur- 
rent. One other brand of interface 
works the same way - the datoc 
inport, which datel decry as a 
copy" of 1 heir design. 

Anyhow, cheetah's new sticks 
get into trouble because they have 
been adapted to work with a nor- 
mal interlace OR the scrambled 
socket on a Plus 2, The Mach I + 
contains an extra resistor to make 
sure that you can't damage your 
computer if you accidentally use 
the wrong plug. This resistor limits 
the current through the joystick to 
the point where datel s Snapshot 
can't always te-ll what the stick is 
up to , 
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Cheetah say that thekr sticks 
checked out Okay with oatel's 
switchable interface but admit that 
they dKJn'l try the single-port ver- 
sion. Datel say that there's no dif- 
ference, By the time you read this 
Cheetah will have received ver- 
sions of their sticks which use a 
smaller protection' resistor and 
therefore work with even the most 
bad-tempered of interfaces. 

DATEL 

Datel flatly insist that there's 
nothing wrong with their design, 
tatty though it may appear, They 
apparently have no plans to make 
changes. They did their best to 
confuse the issue by suggesting 
lhat cheetah 's interface was 
incompatible with cheetah's own 
joysticks' Cheetah laugh this off, 
e*plainrng that Boots and Dixons 
have bean happily bundling that 
combination for months with every 
Plus 2 they sell. 

As you might expect, datel aJso 
took exception to my review of 
Snapshot 2, though they made it 
clear that they diskked the whole 
TEGH TIPS column. "The stuff you 
write is absolute crap'\ was their 
snappy conversation- opener, and 
most of the rest of their comments 
reflected a similar depth of 
analysis. Perhaps they're miffed 
that we can publish a bOp interface 
design when they're trying to 
dump old products with dealers at 
£2-3 a throw 1 

Datel did make a relevant point 
about Jamie Nail's auto-fire mod- 
ification, which was one of seven 



Tech Tips 1 I printed last October. 
Apparently the modification will 
not work on 'any' interface as 
Jamie claims. Tm grateful to datel 
for telling me this, bul Tim not sure 
that it r s quite the damning indid^ 
ment they were looking tor. 

Like Hannah and Derek, I have 
to trust readers to be exact when 
giving tips about hardware I don't 
use myself. When I hear of snags 
from manufacturers Or the many 
readers who write in each month, I 
print the details as soon as I know 
Fihoutthem, 

This 'honesty alt round' policy 
discourages unreliable tips, as 
contributors are always named. 
Mistakes car* crop up, but they're 
easily fixed. In tact no one except 
datel has picked up on the auto- 
fire problem, and even they didn't 
mention it until I phoned them to 
talk about joysticks. 

Datel suggested that the Snap- 
shot interface I received was a 
faulty unit. As I sad in the review, I 
suspected this for a little white, but 
the facts indicated otherwise. The 
review unit worked fine on simple, 
unprotected software, but could 
not cope with receru, more sophis- 
ticated, software titles 

Later in the same call datel 
alleged that ten per cent of Spec- 
trums would not work with ANY 
'push-button copier'. Whether this 
is true or not - and it contradicts 



the view of other manufacturers - 
I'm alarmed that datel's 
documentation made no mention 
of the fact that Snapshot 2 mighi 
not work on thousands of comput- 
ers! 

All of the other interfaces which 
I have work fine with the ie$t Spec- 
trum. Indeed, the Snapshot 
worked consistently well with 
some software - but consistently 
badly with other titles. Nothing in 
datel ' s long, arrogant diatribe ran 
counter to my original judgement 
- that the Snapshot 2 un it suppli ed 
for review was poorly f wished, 
with inadequate software. 

SNAP CONCLUSION 

So much for invectivef For the time 
beir>g, I would advise you to avoid 
the combination of datel and 
cheetah joystick hardware, or at 
least to try before you buy. We are 
willing to fry anolher Snapshot 
unit, and submit it. with the original 
review interface, for independent 
technical analysis, if datel feel thai 
they deserve a re-test. Finally, as 
ever, I welcome letters from any- 
one who can add to this debate. 
We have already heard from a 
reader who bought Snapshot 
before our review was published 
and returned it as of 1 1 unmerchant- 
able quality 0 . 



THE ULTIMATE ZX 
BASIC COMPUTER 



Most of this month 1 s column deals 
with a new BASIC compiler from 
HiSOFT, the utility publishers who 
have been responsible for a 
number of highly-respected pro- 
ducts, including Oevpac. the first 
'professional' Spectrum assem- 
bler, and workmanklike compilers 
for the languages 1 C ' and 1 Pascal 1 . 
The new product is called hisoft 
BASfC, and is billed as 'a fast, 
floating-point compiler for the ZX 
Spectrum, 128 and Plus 2'. 

WeVe always taken a special 
interest in BASIC compilers in 
TECH TIPS. In August and Sep- 
tember 1985 we looked at eight 
packages that promised to turn 
slow BASIC into fast, efficient 
machine code. One of those - The 
Cott, now remaindered at E9.99 - 
was published by ntsorr bul that 
has not stopped the firm launching 
another compiler. 

If "compiler' is a new word to 
you, don't give up reading yet, A 
compiler is a programming tool 
that writes machine code tor you. 
It can be used to write games, (in- 
deed, any program) or just to 
'soup-up' existing BASIC 
software. The 19*W rave from pss, 
Frank'N'Stein, was written with a 
BASIC compiler. Vou don't have 
to be a programmer to use a com- 
piler, but you do have to be vag- 



uely interested in listings, garnep- 
say or speed The more interest you 
take in programming - at any level 
- the more uselul a compiler will 

be, 



FRIENDLY basic 



Sinclair planned the Spectrum to 
be a machine tor budding prog- 
rammers, rather than for games 
players, so the built -in language is 
very 'friendly'. It lets you alter 
programs as you test them. It 
rejects lines that are 'obviously' 
incorrect, although it can't pick up 
all errors by looking at a line in iso- 
lation. You pay for this conveni- 
ence, because ZX BASIC can 
make no assumptions. It checks 
every part of a program as it runs, 
in case a POKE has gone astray or 
you've changed something and 
re-started the program. 

ZX BASIC is termed an "in- 
terpreter 1 because of the way il 
works out everything it must do as 
it goes along, Hisoft BASIC is a 
'compiler' - a program that runs 
once, to work out the e*aci mean- 
ing of a program. A compiler gen- 
erates purpose- made machine 
code to do the same joh - but with 
fewer checks and no time- wast- 
ing. 
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An analogy may help to make the 
point. Imagine thai you hire a 
worker who is very fast and 
efficient, but who can't speak your 
language. You're the boss - the 
program - and the clerk is the pro- 
cessor* 

imaging that you've already got 
details of the clerk's task, written 
on a set of filing cards. The old 
clerk used to read through them, 
in sequence, and do the indicated 
jobs. If your new employee was to 
work like an INTERPRETER he 
would take a dictionary and start 
looking up the works on the cards, 
one by one. When he's translated 
and checked a complete card, 
he'd do the job - then he'd trans- 
Sate the next card, and so on. The 
worker can start almost at once, 
using the old cards you can read, 
but he is slowed by the need to 
Iransiate every word every time 

It might be better to use the 
approach of a COMPILER. In this 
case you give the clerk a biro and 
a set of blank cards, and let him 
translate the instructions once and 
for alL You end up with a copy of 
the original instructions, m a diffe- 
rent language. You can't under- 
stand them, but the clerk can wo* k 
with them more easiiy. 

Abright clef k -or compiler-can 
incorporate other improvements 
uttothenewset of instructions. For 
instance, an old card might say 
J empty the 200th bucket 1 , requrr- 
mg the worker to count through the 
buckets from the start to find the 
correct one. The new clerk might 
be able lo re-write the instruction, 
or make a map, so that the cor reel 
bucket (or variable, or program 
ime) can be found at once. This 
saves time, as long as the situation 
is consistent. It changes are 
required a new set of specific 
instructions must be made. 

To summarise: interpreters are 
qun± and simple while you're 
working out what needs to be 
done, out compiled instructions 
are more efficient once you know 
whai to do. 



NITTY GRITTY 



If a BASIC interpreter is very 
inefficient, and the underlying task 
is very simple, a compiler can 
make BASIC hundreds of times 
faster. In other cases - say, when 
evaluating trigonometric f u nctions 
« printing to the screen - the 
interpreter and compiler work at 
much the same speed, The time 
needed to interpret such com- 
mands is small compared to the 
time needed to carry them out. 

ZX BASIC is a 1 general purpose' 
language, which makes it concise 
and easy to learn, but sioppy. All 
numbers are hetd in a fiddly float- 
ing point form whic h the computer 
must work with, piecemeal. An 
enormous range of numbers can 
be handled, to nine digits of preci- 
sion - but that's often a vast over- 
all. 



The processor can handle 
whoie numbers of up to five digits 
much more easily, but ZX BASIC 
does nol take full advantage of 
these common 'special cases'. 
The interpreter struggles on, doing 
everything slowly, the hard way. 
Every number is kept in five bytes 
of memory, even if it would fit into 
one or two. 

String handling is similarly 
messy. ZX BASIC has no way of 
knowing how big an undimen- 
sioned string will become as a 
program runs. It chooses to shuffle 
values around to make room as 
required. This usually means that 
it spends more time moving other 
things out of the way than it does 
storing or recalling your text That 
doesn't matter much when you're 
testing a new program , but it 
makes finished software much 
slower that it need be, 



THE AIM 



The aim of a BASIC compiler is to 
give you the speed of machine 
code - and hence the freedom to 
use animation, sound effects, and 
other time-intensfve techniques - 
while still letting you develop your 
program in friendly, familiar ZX 
BASIC. 

It's easy to learn BASIC, and 
mistakes are usually obvious and 
easy to fix. By contrast, machine 
code programming is compli- 
cated, repetitive, pedantic and 
hard to test. It's jusl the kind of job 
you should give to a computer - 
hence the existence of compilers. 

Real programs, and the prog- 
rammers, are hard to compare, so 
meaningless but standard prog- 
rams (called benchmarks') are 
used to test interpreters and com- 
pilers in a quantitative way. I've 
tested hisoft BASIC in this way. to 
see how it stands up to the com- 
petition. But benchmarks are far 
from the whole story, so I've also 
given wsorr BASIC some 'real' 
programs to chew on. 



ELECTRIC 
HACKERS 



Before hisoft BASIC arrived there 
were two main types of ZX BASIC 
compiler. Some required you to 
adapt your program, or write it in a 
special way, so that it could easily 
be re-expressed in machine code. 
These compilers - such as sof- 
TEH r s iS, hisoft 5 Colt, and my own 
ZIP - cannot cope with decimal 
fractions and Irrnil the use of arrays 
or strings. 

These 'subset" compilers can 
give very good results. They are 
easier to use than compilers for 
other languages, because you can 
test programs beforehand with the 
interpreter. But they're really just a 
middle ground' between BASIC 
and machine code. You need quite 
a lot of knowledge to use subset 
compilers effectively. They're not 
a general solution if you've got a 
slow ZX BASIC program and want 
to make ii faster with the minimum 
of fuss. 



ACCELERATORS 



The other sort of compiler is aimed 
at people who have already got a 
program, and just want to speed it 
up without having to study or re- 
write the code. 'Full" compilers 
can cope with decimal numbers as 
well as whole numbers (' integers") 
but their code is usually 10 to 30 
times slower than that of more 
restrictive compilers, There's a 
trade-otf between compatibility 
and speed r in that compiled code 
tends to get slower as it works 
more and more like Ihe interpreter 

General-purpose compilers are 
hard to write. The first Spectrum 
one was softek's FP, which coped 
well with sums and strings but had 
quite a few restrictions. It couldn't 
handle user-defined functions and 
calculations after GO TQs or 
DATA, ft also banned arrays of 
more than one dimension, 

BLAST was a compiler that 
sounded wonderful but never 
worked property. The publishers, 

OXFORD COMPUTER SYSTEMS. Went 

bust not long after it was launched. 
In many ways hisoft BASiC is 
what BLAS T should have been - 
and cames the same C25 price- 
tag. 

But 1 S months ago Mcod&r HI 
arrived, from ere iisifomatique via 
pss. To my mind, Mcoder lit is the 
best French program yet released 
in the UK. It will compile almost 
anything, although it draws the fine 
at array re-dimensioning and 
'add-on' (for example. Microdrive) 
commands. 

Mcoder fit is stylish - it runs 
entirely in video memory, shares 
variables with normal BASIC, and 
generates a mixture of compiled 
and interpreted code with many 
optimisations. But the documen- 
tation is poor, compilation is slow, 
with two mandatory tape loads, 
and the implementors have taken 
a few "short cuts 4 , trading com- 
patibility for speed. 



THE CONTENDER 



HraofT BASIC will have to beat 
Mcoder ill if it is to 'surpass all 
others' as hisoft claim in their 
manual It was originally written in 
Canada on a TMS-2068 - an 
American Spectrum. Hisoft have 
improved it and added full support 
for the 1 28. Their magic formula is 
a combination of ihe speed of the 
restricted compilers with the flexi- 
bility {at comparable speed) of the 
'full' versions. 

hisoft BASIC combines the 
advantages of these two types of 
compiler without any of the disad- 
vantages", the publishers crow, 
claiming "simultaneously the fas- 
test integer compiler and the fas- 
test floating-point compiler availa- 
ble for the Spectrins'". 



DOCUMENTATION 



These quotations from the manual 
sell it short - after a page and a half 
of hysterical self-congratulation it 



launches into a readable, well- 
designed tutorial, The compiler 
loads in 100 seconds from tape. It 
can be moved to disk or Microd- 
rive without much hassle. It won't 
work with some saga keyboards, 
but saga have admitted responsi- 
bility for the problem and will sup- 
ply a 'fix 1 to anyone who runs into 
trouble. 

Nine small demonstration prog- 
rams follow ihe code on either side 
of the tape. The examples are well- 
chosen to illustrate the way direc- 
tives-extra REM statements - are 
used to control compilation. 

A simple graphics demonstra- 
tion is 3.3 limes faster after compi- 
lation. A compiler can speed up 
the number-crunching but it can't 
do much to change the amount of 
time aclually spent plotting points 
on the screen. 

A loop PEE King and POKFmg 
display information is 15 times fas- 
ter when first compiled; an extra 
directive, to say that some vari- 
ables are integers, makes it 409 
times faster than BASIC! This is a 
perfect' example, in the sense 
that it is something machine code 
does very well and BASIC very 
badly, A graphics program work- 
ing from DATA with DRAW is about 
four times faster after compilation 
- this ratio looks more impressive 
than it sounds. 

The Sieve of Eratosthenes is a 
program to find prime numbers. 
J[ h s another near-ideal example, 
although I found it easy to con- 
dense and speed-up hisoft's Ong- 
trial BASIC. The compiler ran The 
Sieve about 1 74 times faster than 
ZX BASiC, ZIP - once the speed 
champ - accelerates the same 
code by a factor of 1 60. 

The last two examples are sort- 
ing routines, whfch hisoft BAStC 
makes 20 times faster. The lines 
that generate random data for 
sorting only speed up by about 50 
percent. I compiled several games 
and utilities from my own collec- 
tion . and found hisoft BASiC fast- 
working and reliable. I found one 
minor bug - STOP and RETURN 
are treated as the same instruc- 
tion, so you can't STOP inside a 
subroutine. 

The 50-page A5 manual by 
programmer Cameron Hayne 
reached hisoft in handwritten 
form! The publishers have neatly 
laser- printed it, but it is easier to 
read then it is to use - it's more a 
collection of interesting essays 
than a reference gu*de. The tutorial 
is excellent and the other parts 
seem quite comprehensive, but 
examples are rare- and the fack of 
an index is inexcusable. 



IN USE 



The compiler is started by typing 
'C. Programs of up to a hundred 
lines or so are compiled almost 
instantly. A 3.5K ZX BASIC game 
compiled into 3.2K of integer code 
in about eight seconds. As hisoft 
BASiC compiles your program, 
gibberish appears on the screen, 
which is used as a temporary store 
to free other memory for code. 

Messages indicate errors, 
routine addresses, and the length 
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of interpreted and compiled code. 
You must press a key twice to 
dear (Ties sages and step between 
the phases of compilation. The 
compiler stops as soon as one 
error is found . Hisoft BA StC work s 
so fast that this is not an irritation. 
You can fix the offending line at 
once - just press EDIT. 

Compiled code can be started 
with 'R r or a RAND USR com- 
mand. "X clears out all I he code, 
but it doesn't tell the system, so a 
subsequent J R will usually crash 
the computer - beware! 

"T is the most innovative feature 
- this controls a 'trace* which 
keeps track of variable values as a 
program is interpreted at about 
half-speed. When you stop the 
program you can see a list show- 
ing which variables were only used 
to hold integers, rand the? maximum 
length strings reached. If you test 
a program thoroughly while using 
*T you can use the list to tell hisoft 
BASIC which opti m isat tons to per - 
form, and thus get the speed of a 
subset' compiler with no need to 
study the code yourself. 



COMPATIBILITY 



Hisoft BASIC is more restrictive 
than Mcoder ttt, but probably a lit- 
tle more compatible. Mcoder tries 
to "guess' at optimisations, but 
hisoft expect you to indicate them 
by adding directives in REM state- 
ments. These indicate signed and 
unsigned integer variables and 
maximum string sizes; the default 
is a rather wasteful 255 characters. 

Arrays of one or two dimensions 
- but not more - are allowed 
Dimensions must be fixed, not cal- 
culated as a program runs. VAL 
only works with numbers in 
quotes, and not with numbers in 
strings - an annoying limitation. 
CLEAR and RUN are banned, as 
are expressions in DATA, disk and 
Microdrive commands. The music 
command PLAY works fine on any 
1 28, and is ignored by earlier com- 
puters. 

Minor quirks include a limit of 
450 targeted lines for GO TQs, no 
coercion in READ (so you must 
mark integer DATA statements) , 
and no CLS when a program 
starts. PLOT. DRAW and CIRCLE 
assume the current colour attri- 
butes, for top speed, so you may 
have to add PAPER S or BRIGHT S 
statements in a few places, Divi- 
sion is always done with floating- 
point arithmetic - even if you're 
using integer variables - unless 
you put an INT around the division. 

You can generally break into 
compiled code in the usual way 
while the compiler is loaded, but 
not thereafter, INPUT statements 
are BREAK and crash-proof. The 
new BREAK scan stops ZX BASIC 
messages, so you can t tell what 
line you were on, even when you 
BREAK normally into the interpre- 
ter. 

Code is concise, as library 
routines are not included unless 
they are required. Floating-point 
programs tend to grow by about 
20-30 per cent as a result of com- 
pilation, whereas prog-rams that 
use integers exclusively usually 
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shrink a litlte. A convoluted 1 5KZX 
BASIC program was compiled into 
2DK of machine code in about 80 
seconds. 

There *s 29K free for BASIC and 
compiled code on a standard 
Spectrum. You can compile code 
and DATA separately rf there is not 
room for everything together. 
Hjsqft BASIC can also work a bit 
like Mcoder til overwriting BASIC 
with compiled code, if you give the 
word. Spectrum 129 users get the 
best deal, They can put the com- 
piler entirely on RAM disk, allowing 
up to 40K of code in memory al 
once, Hisoft BASIC also soups- 
up the 123's BASIC editor. 



SPEED TRIALS 



We have printed two sets of Ben- 
chmark ratios for hisoft BASiC, 
showing the speed of floating- 
point and si gned integer code. The 
table also shows the code tested 
and the benchmark ratios of the 
two fastest compilers of 19B5 - 
ZIP f.5, for integer-handling, and 
Mcoder Iti, tops for flops (FLOating 
Point OPerationS, dummy!). Each 
number is the ratio of the ZX 
BASIC time to the compiled time. 



especially as it leaves DATA and 
functions un-compiled, but it's still 
a serious competitor for kisoft 
BASIC if you don't want to bother 
with REM directives - especially 
as it s half the price. 

II you've got a 126, or lots of 
programs to compile, or you want 
to produce commercial software 
without paying royalties, hisoft 
BASIC is the best compiler on the 
market. It is well- designed and 
hisoft have a good reputation for 
supporting and developing their 
products. But the price is high, 
although you get a lot for your 
money. Hisoft BASiC is going to 
do well, but it won t sweep 1he 
market. 



FREE COMPILERS 



Hands shaking from too much 
zapping? Feel like giving it a rest 
and compiling something? Instant 
gratification! You may already 
have a compiler lurking in your 
software collection. 

The first decent Spectrum 
BASIC compilers - WVS and 
Mcoder If - were effective, 
although limited. They were rather 
tatty in design, loading into a fixed 



ZIP, MCODER I II and HISOFT BASIC - 
BENCHMARK RATIOS 



Code 



Test 



ZIP HISOFT 



HISOFT MCODEMII 



FOR loop 
iFloop 
Vararith 
Num arith 
4 GO SUB 
5+ loop 
6+ arrays 
FP Maths 







BASIC 


BASIC 








{Integer) 


(Floating 










point) 
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158 


162 


5,84 


42.0 


2 


141 


185 


6.60 


10.7 


3 


113 


233 


3.00 


33 


4 


192 


238 


2.73 


3.1 


5 


219 


265 


3-32 


3.7 


6 


216 


219 


4,99 


7.7 


7 


191 


197 


6.20 


8.8 


8 


N/a 


N/a 


1.11 


1.13 



The table shows that hisoft have 
succeeded in one of their aims - to 
produce a top -speed subset com- 
piler - but Mcoder Itt is evidently 
an unknown quantity in Canada. 
You should read TECH TIPS 
Cameron! 

The compilers have all been 
specially tuned to compile such 
arbitrary benchmarks, but it 
appears that hisoft have neg- 
lected their floating-point routines, 
most of which just call the Spec- 
trum ROM. In real programs 
Mcoder may have less of an edge, 




6K hole at the top of the Spec- 
trum's 48K address range. For 
some strange, undocumented 
reason all compiled code was 
tangled up with code in the com- 
piler, so it was impossible to save 
a compiled program without sav- 
ing the compiler as well! 

The budget game Nuke Lear 
from cos contains a compiler, and 
so does FrankWStein from pss 
There's nothing, other than lack of 
documentation to stop you play- 
i ng with these ' free 1 compilers. I Ve 
no right to print the original instruc- 
tions here, so - like me - you'll 
have to experiment to find out 
what the compilers can do. This 
should get you started , . . 



NUKE LEAR 



This i$ a simpie, fast, politically- 
unsound game on ces s Charlie 
Chartie Sugar budget label. To 
load the compiler type: 



CLEAR 4Q0O0 
LOAD ' 1 W " CODE 




NUKELEAR 




Martin Lewis's WVS 2.2 compiler 
will load, from part- way through 
the Nuke Lear tape. Type in some 
simple BASIC and type LET 
X^USR 59900 to compile it. H all 
goes well the address of the com- 
plied code will be printed, and you 
can run il with another USR call. 
The compiler is integer-only and 
quite restrictive. If a command is 
rejected at first, try adding some 
brackets: this compiler likes LOTS 
of brackets! 



FRANK' N'STEIN 



This platform game was one of the 
classics of W. and has 
appeared on compilations since. 
Published by pss, it was written 
with David Thr elf all's compiler, 
the original Mcoder. CRASH 
reader Stuart Green ciaims (Okay. 
datel?) to have dug out the com- 
piler inside. This is what you type: 

CLEAR 24750 
LOAD " " SCREENS 
LOAD CODE 
CLEAR 40000 

LET T— USR 60000 starts the com- 
piler. You set trie address where 
compiled code is put with a 
CLEAR statement. Again only 
whole numbers are allowed, bul 
you can use one-dimensional 
arrays and most string functions. 
Redundant brackets may again be 
useful 

These are old compilers, and 
not of the same standard as recent 
releases - but they're still fun to 
play with if you're interested, but 
not yet convinced about compil- 
ers, 

CAPTAIN'S 
BACKLOG 



I've got a massrve backlog of post 

- ideas, suggestions, pleas, 
threats and demands for software 

- so I'm going to spend next 
month's TECH TIPS sifting 
through that lot, hopefully dis- 
pensing a tittle information and 
illumination en route. Till then, 
please keep writing to me at 1 he 
usual* address: 

TECH TIPS, PO BOX 10. LUD- 
LOW, SHROPSHIRE, SY6 1 AO 





Award winning, all action 
COIN-OP ORIGINAL from TAITO 





Copyright Taito America Corp 1986. 
Export outside Europe prohibited. 
Exclusive license for Europe - Quicksilva Ltd. 
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Finders ttoeterg compteUKj, 
SkyRano^^bul-jni-i i,.i.. ■ 

on Level FQur^jJjt 
JfltUrtu.spijr.., iv*..OQlJ round n\: ton* 
Ships tin«i 
A1icAtac49% 
Alien 8 E>i> cfrrtmbers 
Scrabble beaten on Level 
Chequered Flag Gambf ifJg* Wng -WFM.i 
wcs appro*: Micro Drivtj. sac*: 
PhuI Rlcard 1.26 72 sec*: Brands 
Haich, i .29.50 sees appro*; Sft- 4 
rerafgrw 1.10.76 B6C* 
Hypwrnport* 5w»mmjng 20.1 seas, 
Spooling Vaulting 6. W; AfGhen/ 
,000: Triple Junip iG.O&rri; Lifting - 
Banlom Weight; Overall 60.000 
Alrwolf iirh screen 
Match Day highest score m Amateui 
Levaf. 12-0 

Bomb J«k over 1 00,000 
Football Manager LfivcH One. Diwisior 
One, F A Cup Winner 3 times 
Journal* End thprd part, 
versus tf i agon 

frank Bruno reached fourth boxer 
Hunchback ^crocn i ».{]hT 
Nicholas Poors. Powys 



Tapper Space Bar 
Psporboy Sunday 

V completed 

Ptanai of Death complied 
Espionage Island completed 
Ghosts 'n p Goblin* rescued 
Ou^^abtPfi completed aJl o*oi 
Dan Dare completed 
Hempstead achnjv<*i hrtrm ' *ead 
Exploding Fist 10th Dan 
Gladiator received certificate 

i^dom j/" 
Way of tha Tiger centipitji ed 
□hoMtouetftrS $1 B&.O0Q 
Kni Tempto n#nn twlE lw<ce 
Kane rjornpletod 
Redhawk ciwiplaied 
Slu*rl Wwlfcnr, Wirjn^s. Cheshire, 



rpn 
qht 



A brand now year starts and it looks like the Ludlow Mafia are happy 
to leave the Gibbet rent fi**d at 1966 prices - which means that 
dealing with Hall of Slim© cheats shouldn't put too much of a strain 
on the ton kitty. 

Time marches on. games come and go, but the Hall of Slime stay s. 
There's no shortage of willing high -score heroes ft stwms, so here* 
to another year of classic high-score gore . . . 





and Cup four innes in a row 

Jack the Nipper completed 

Bruce Lee beaten computer 7-0 In linal 

Rjjmbo completed 

Bomb Jack 54B.U50 

Saboteur completed 

Zanxon 36,350 

Dynamite Dan complied 

Steven Kidd, rvvbridge , Devon 



UgMforo* 75.390 
Pentagram completed 
^ason 3 Gem cornpi^i+>d 
Mindstone complied 
Rouuti Trooper comp^ed 
Bomb Jack 1 ,571.000 
Nic Flinn, Lytham, Lanceahrra 



Mikie completed twice 
Saboteur completed 
<r Kun(} fu Mnstflf composed 
* A/-^Greon Q*r el 500,yOD compiled 
'^^SrtoArKungFu 1?M)00 
Trerralormeit 
Jul Sett Willy &Q items 
Frank Bruno beat Frenchie 
Automania completed sixth car 
Spy Hunter 1,^6,925 
Rambo 1fl,0OO 
Commando 53 530 
Bobby Bearing rescued brothers 
M'unlc Mine* 24th cavern 
U*a Cam, Sh*pn*rda Way 



Encoding FT*t 10th Den \82,9QQ\ 
Tapper Space Bar 
Wovf»73% --S*%, 
Rung Fu btock fceft^^V 
Bruce Lee completed 32 tirne^ 
Vie At Kung Ft* stage vr& lSi 
Rocky Horror Show compter rl 
Way of the Tiger completed 
Mikle cornpteied 

Rupeah Ctih«try f Harieadan Loot 
Storshlke H cdiflpleTed 



Manic Mkner rtiacrted t4t^ isCrtj^n 
HyparEpurt4 

Cabre ^or«j level 
Commando ere* savpn 
Elltt Dangerous. 1 10,<)0() credits 
Saboteur complied 
Stainlms Steel completod 
Dandy almoyl ccwYipletf n 
Alax CampbeM, L on don 



Paperboy complflled 

Dynamite Oan U fifth isaancJ 
Qre«n Beret completed 
Mfltcn Day bea! computer 1 :.- i: 
Oil* and Uaea foudti tasK 
Commando area eto.hi 
Way of the Exploding Fist 1 Dili Dan 
Jack die Nipper L^NnpUili^l 
Saboteur ■:;ornplalBd 
&ornbJack23S.7i?Q 
Mkfce got to garl rwjee in & row 
Dynamic Den complef etl 
Cnuldrcjn II 'ivci ilpn^ 

Metcn Point beat comptrter 
Fmnk Bnjno'g Boxtng buat all box 

Hunter 245. is 00 
Bruce Lee coinpfeet^d flv*s times 
Model! of Yfisod 75% 
Rflrnoo complE*^ 
World Series Baseball won 33-0 
Slephan Brandish, Stratford Upon 
Avon 




unoffts n oobii 

Planel of Death i 



'QObllna ■: :lj 

Espionage Island con 
Kung Fu Master Levo 
Sam Fo* Strip Poker 
Stuart Walker. Widne 



w Htwle^*tte^cor>toteiad [Fraa> 
Atic Alec 1 7,042; 50% {Gaffer) 
Full Throttle k iTh fjiace (FAG) ' 
Oi(i and Lraaa not muslnoom 
■paperboy e,60& and bonug {Gatfer} 
Spy Hunter 7 1 ,ooo [F rajrt 
Atic Atac 20,063: 57*4i Fraz) 
Keith (Gaffer) and FraserJFrBi} + 
Carnou<it»p Scotia nd-'^"^ 



Explodmg Fiji 10th Dan 

Bounder combated and gone round 

again 

Star-strike II ?wo sy^t^ms 
w 3D Star«trike Leve^ Ten 
Ghosts "n" Gobllna completed 
Highway Fncounter eomptetad 
Jack the Nipper compialed 
Buooy &earing*asrLi««i two brotherg 
Batman complelflfJ 
Spy Hunter Level Three 
ftoqln Ot the Wood completed 
Tony Denny. FaluttOWe 



World Cup w^n cup 
Saboteur ccmpieled 
Commando wip mi^linn 



Paperboy completed 32.650 
World Cup Carnival won World Cup 
poo easy!) 

Bobby Bearing Three beiinno^ hc»iPie 
Bomb Jack 420,820 (no PQKF \ 
Knight Tyme^oinpl^liH! 
Quaia&on tl&^ed rhree cities 
Dynamite Dan II third Island 
Dole Cunliffe> Mansli^ld 



Spry Hunter 1 75,000 appro* 
Batman completed 

FootbaH Manager won First Diui^ion i 




nemDa ■moieraa 

Mikie round tw\c& 

Frank Bruno -roniDleted 

Bruce Lee 60" .JUG ifmgersgoC Cramp} 

Ping Porm 999, 

Knight Tynie i DO ■: npletad 

Three Weeinaai PareoUie tum^ieted 

ChocMeEgg Level 23 

Wo rid Series Baaketbal Level Si 

440 

Dynamite Den four sticks of dynamite 
Abu Srrnbel cornpleted 
Weatbank L«w- 

Jon EPthon ^nTfrtfte H NewtU^WTiards, 
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THE NEW BROOM 




Having temporarily forsaken th« spires of Oxford for the winding alleyways of Ludlow, it's time for me to Introduce myself 
as the new frontline columnist. Although adventure games are now well-understood as a genre and catered far in most 
magazines in a specialised way, strategy software doesn't usually meet with the same depth of treatment 
In a recent edition of another Spectrum magazine, a wargame review opened with an apology for the fact that it was one 

fh'S a * n rt H SSU t ra K C ? tha * ?t Spite 11 ev ? rything i! was <* uite a 9° od 9 ame - lts di«'cult to imagine an adventure being treated like 
iL r V et what might be called pure strategy games are just as different f rom the 'arcade sector'. 

JLSSZSL Ef «il 1 km . ds ° f ? am ® 3 - 'minority' or not, should have specialised treatment, and so I'm happy to have the 
t0 foll0w the footsteps of Sean Masterton. As everyone knows, the life of an Oxford student is hectically 

d «S!2it^L l ?» UI S L ng °D 1he '!! 3 ' fl0,n9 J° c f? lle9e ba,ls ' beln 9 thrown ir *a Christ Church fountain and smashing up 
restaurants. Despite these demands on my time I'm sure I'll manage to fit in editing FRONTLINE 

Next month I'll be talking about the relationship between strategy and adventure software and the non-computer gamine 
hobby, so let s have your views on that. 



BA TTLE OF BRITAIN 



Producer: PSS 

Retail Price: £9,95 
Author: The PSS team 

Pss seams to be trying to appeal 
to the mainstream market with its 
"ail action" Wargamers Series, 
this game continues in this vein. 
This Kind of wargame is exclusive 
to the computer. It refcies on the 
facilities offered by a computer, 
and owes far less to board and 
miniature gaming than more tradi- 
tional implementations. This is not 
instrinsically bad - just different - 
and Of its type Baffle of Britain is 
certainly not bad. But like pss's 
other releases, it is as much a 
game of reflex and quick thinking 
as strategy, and there is not much 
time for reflection and planning. 
Potential purchasers should be 
aware of this. 

Apparently we all know about 
the Battle of Britain, because the 
rulebook contains no historical 
background whatsoever. This is a 
major deficiency; the Battle of Bri- 
tain may toe one of the more famil- 
iar episodes in military history, but 
as a matter of principle, all war- 
games with any pretensions to 
authenticity ought to back them- 
selves up with information which 
puts the action in context. 

There are three basic game- 
type options offered, the introduc- 
tory level training game, the fast, 
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The map shows major fawn*, airfield* and radar station* tn 
the mouth of England* The command b&M Is Ovar a British 
squadron. In tfr * bow top faff Is given tho squadron's status and 
the four arrows mhow where the squadron is off to -straight 
into ma path oftfte German raiders. 



furious and very short blitzkrieg 
game, and the f upscale 30 day 
campaign scenario, 

The training level is useful for the 
first few attempts, but it is ludicr- 
ously easy and becomes redun- 
dant after any proficiency is 
attained. 



The Blitzkrieg only lasts for one 
day, in this scenario the Luftwaffe 
go for an all-out attack on every 
target, and do Ft so quickly that 
keeping up with the action 
becomes close to impossibfe 
without an extra set of faculties. 

The campaign game is impres- 



sive by comparison, both in terms 
of content and length ft takes 
place over thirty days, implements 
a predictable strategy which is his- 
torically accurate, and has a 
choree of three speeds. Jn bet- 
ween days the player has the 
opportunity to make up the nurrh 
bars of the squadrons from a pool 
of reserves. This gradually 
diminishes in quality as the days 
go by, representing the recruit- 
ment of Inexperienced pilots. Play- 
ing the campaign game all the way 
through is a long-term project. At 
the slowest speed, with the arcade 
option, it could take well over five 
hours. Fortunately there is an 
option which allows I he position 
to be saved at the end of a day. 

The fact that speed determines 
the level of play in the campaign 
says something important about 
the game. The most important skill 
which determines success or fai- 
lure is the ability to dash the com- 
mand box about the screen, 
scrambling squadrons efficiently 
and moving them lo *ntercept the 
Luftwaffe. No specific orders can 
be given to the squadrons, and 
unless the arcade sequence fs 
being played, the outcome of an 
aerial conflict seems to depend on 
relative numbers. 

Play takes place across a 
simplistic (but functional) map of 
the south of England. British radar 
stations, airfields and cities are 



represented, and can be identified 
fry moving the joystick or move- 
ment-key operated command 
box. The date and time is perma- 
nently displayed underneath a 
scrolling message screen. This 
screen throws out a rapid vanety 
of information about the weather 
conditions at airfields, squadrons 
which are short of fuel or lost, and 
cities and radar stations ^vhich are 



game. Success in shooting down 
the German planes increases the 
number of Luftwaffe casualties, 
but playing through the sequence 
greatly lengthens the time it takes 
to get through any of the 
scenarios, and missing it out 
doesn't appear to put the player at 
a disadvantage. It seems that an 
entire Luftwaffe squadron was 
faced by a single Spitfire or Hur- 




Thmmrcmdm i£wn P mi the cockpit ofaSpiftfre. 



bombed by the Germans, Each 
type of message is accompanied 
by a distinctive audio signal, which 
isn't a bad idea as in the faster 
games there is scarcely enough 
time to keep up with them. Infor- 
mation about the strength and 
condition of each squadron when 
airboume can also be obtained via 
the command box, There are eigh- 
teen squadrons available, 
stationed around the nine airfields, 
and all are either Spitfires or Hur- 
ricanes The Luftwaffe squadfons 
are made up both of fighters and 
bombers. 




Many purists are dubious about 
the arcade element which pss 
incorporate into their wargames. It 
is optional in Battle of Britain; if 
selected, the player is given the 
Chance to participate in any battle 
by selecting the squadron in com- 
bat and playing a brief snatch of 
unexciting simulation. This is cos- 
metically attractive, but very basic 
and slightly too easy, it is disas- 
sociated in feel from the rest of the 



ricane, that the German pilots did 
not shoot back, and that they 
waited to be attacked one plane at 
a time. 

The gamepfay is fast and 
smooth and it becomes absorbing 
after a while; it's the kind of addic- 
tion though, that comes from the 
satisfaction of quick thought and 
action rather than depth of 
thought, and it may not be what 
some peopie are looking for in a 
strategy game. On its own terms it 
has an atmosphere of authenticity, 
and creates a playable fast-mov- 
ing enviroment which many will 
find enjoyable. 

PRESENTATION 89% 

Substantially packaged and good 
on the screen 

RULES 79% 

The rules which relate to the oper- 
ation of the game are clear and 
concise, but there is a woeful lack 
of background material 

PLAY ABILITY 86% 

The gameplay is smooth and fast 
and has a degree of hookability 

AUTHENTICITY 87% 

Deviations from historical accu- 
racy are acknowledged: the pat- 
tern of Luftwaffe attack is authen- 
tic and there is a frantic feet to the 
gamepiay which recreates the 
atmosphere of the original battles 

OPPONENT 77% 

Follows historical strategy, but 
chooses targets randomly. Not 
much subtlety 

VALUE FOR MONEY 83% 

, . . depending on what you're 
looking for in a wargame 

GRAPHICS 78% 

The graphics are not stunning but 
they are clear enough and do the 
job 

OVERALL 82% 

Recommended as a fast -moving 
puzzle 



LEGIONS 
OF DEATH 



Producer: Lothlorien 

Retail Price: £9.95 Author: 



A curiously uninformative trtie, 
behind which lies a game concen- 
trating on simulating the role which 
naval warfare played in the Punic 
Wars. The Punic Wars were quite 
as Important as the Napoleonic 
Wars, and were largely about who 



slow and massive Ct Hgptares. 
Once the type of ship has been 
selected the player can decide 
what kind of crew to assign to it, 
including whether to have 
specialised marines and archers 
aboard. He must also decide on 
optional extras', like towers and 
sails, to add to the basic design. A 
good crew and extras increase the 
fFghting efficiency of the ship but 
they all cost money. The most 
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DECK CREW 

COHVUS 

ARCHERS 

TOMER 

ESCAPE 




COST 




was going get the chance of mak- 
ing an empire of the world, the 
Romans or the Carthaginians, it is 
to this conflict that the famous 
episode of Hannibal and his 
elephants belongs, but the wars In 
their entirety lasted from 264 BC to 
14GBC. The turning-point came in 
203BC when Rome won a decisive 
land victory at the Battle of Zama, 
after which Carthage was a 
doomed city and its eventual 
destruction was inevitable. 

The main reason for the 
Cathaginian defeat was the 
Roman success in neutraiising her 
powerful naval position. In 264 BC 
the Roman people voted to aid the 
Mamertines of Messana against 
the Carthaginians, and met Carth- 
age for the first time on the Island 
of Sicily. 

The objective of the game is to 
move ships into neutral and enemy 
ports, and ship gold from them to 
the capital city. You musl also 
engage the enemy when they hap- 
pen to be encountered in the pur- 
suit of these goals. 

The player must first design his 
fleet, in a manner which is inevita- 
bly slightly artificial but neverthe- 
less contains an impressive variety 
of choice and detail. He starts with 
a treasury of 1 000 gold pieces with 
which to buy the navy. There are 
five basic models of ship offered, 
in ascending order of price from 
the small two-oar bireme to the 



expensive ship it is possible to 
design costs 214 gold pieces, and 
only four can be bought with the 
initial funds: By contrast the 
cheapest ship, a bireme wrth a 
crew of slaves, no marines, 
archers, or extras, only costs 15 
gold pieces. In between, there is a 
vast permutation of possrbie 
prices and the maximum fleet of 
sixteen can be built up of any com- 
bination of ship designs. There is a 
copy facility to duplicate a ship 
you Ve designed if you wani more 
than one to that specification. 

Once the fleet has been built lo 
the player s satisfaction, the prog- 
ram moves onto the main map 
screen, There are two maps, one a 
static large-scale representation 
of the Mediterranean area bet- 
ween Italy and Carthage and the 
other a scrolling small-scale map 
showing detail. Most of the action 
takes place in the small map, as 
orders are given via it, and the 
ports and ships can only be seen 
on it. 

Orders are gtven to the Tieet by a 
series of icons. After the idiot- 
proof clarity of the purchasing pro- 
cedure, this is where the operation 
of the game can get slightly con- 
fusing. With a little perseverance 
and patience you can get the hang 
of the system, and it does not 
remain hopelessly cumbersome to 
work. 

Each ship must be given its I 
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orders individually after being 
selected by means of a cursor on 
the small-scale map. Movement is 
subject to how fast the rowers 
have been instructed to go and 
which course is set for them. If fully 
rigged, the Ship will 90 with the 
wind direction without intervention 
from the rowing crew. The system 
is clumsy but no doubt reflects 
real-life difficulties of navigation 
and co-ordination. Gold can be 
loaded and unloaded from ships 
when in port, and damaged ships 
can also be repaired at a cost. 

Combat with the enemy can 
only happen when ships collide, 
and the result of these encounters 
hasaiready been influenced by the 
type of ship and crew selected. 
The players role in these encoun- 
ters is limited to the option tograp- 
pte or degrapple. Combat can go 
on at the player's choice for as 
many rounds thereafter as it takes 
to sink one of the ships. 

One Interesting feature is the 
user-definable victory conditions, 
which add variety but detract 
greatly from the feeling of histori- 
cal authenticity. Victory is defined 
In terms of gold accumulated, 
enemy ships sunk, and ports cap- 
tured. 

It is very easy to set an extremely 
tow set of victory conditions and 
win after the first turn, but the 
maximum victory conditions of 
2000 gold pieces, sixteen ships 
and fifteen ports take a long game 
to achieve. 

There is a two- player option, but 
in one-player mode the player is 
always Carthage. This may well be 
to disguise the fact that both sides 
start with exactly the same naval 
resources, something else which 
detracts from an authentic feel. 

The game lacks variety, there is 
nothing to do beyond ferrying gold 
to the capital and bashing into 
enemy ships that get in the way. 
As an end in itself this presents a 
satisfying task, but it is slightly 
divorced from a real historical con- 
text despite the Greek trimmings 
of the construction stage. The 
overall impression is nevertheless 
refreshing, and anyone with an 
intrinsic interest in the era, or rn 
naval warfare, will rind a lot to 
enjoy in the game. 



PRESENTATION 91% 

The on-screen impression is 
excellent 

RULES 80% 

The rules are not extensive, but 
they are concise and cover every- 
thing r The flow-chart is a nice try 

PLAY ABILITY 82% 

Slightly sticky sometimes, but 
after practice it 's easy to get into a 
rhythm 

GRAPHICS 86% 

Functional and very attractive 

AUTHENTICITY 79% 

There is a cosmetic authenticity, 
but the garneplay doesn't really 
recreate anything 

OPPONENT 81% 

Pity you can t choose sides in the 
one- player version 

VALUE FOR MONEY 84% 

This should keep you going for a 
whirB 

OVERALL 84% 

An interesting and good-looking 
game 
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FORUM 



My first FORUM and the letters havenl exactly poured in. 
This is a valuble part of FRONTLINE which ought to be 
expanded. I can't do this on my own! tf, like me, you enjoy 
reading real letters, get writing and send me your views on 
strategy games and, of course, hints and tips, Surely, above 
all others, strategy games lend themselves to discussion of 
tactics. Please! You wouldn't want me to start making letters 
up. would you? 



Dear Ptiilippa, 

While wading through the 50p bar- 
gain bucket in the computer 
department of the Jocal Boots, I 
found many software clas- 
sics 1 , t L 

-The audio tape of instructions for 
American Football 
-The recording of Retax, given 
away with Frankie Goes to Hol- 
lywood 

-Conversion tapes for Kempston 
compatibility for all the latest 
hits,, , of 1983 
—Chaos s . . 

Yes, they were actually selling 
{one copy of) Chaos for just sop. 
Great I thought, according to your 
column last month this has got to 
be a bargain, what's the problem' 
I hear you asking Well, there was 
a reason for the cheap price. Yes, 
you guessed it - no instructions, I 
would be very grateful therefore if 
you, or one of your readers, could 
possibly give me some instruc- 
tions on the game - what keys 10 
use, how the game works, any- 
thing ... I 

I wouJd be very grateful for any 
assistance you could prefer, as I 
would very much like to gain die 
full benefit of this, apparently 
excellent, game. 

Keep up t he good work . 

Paul FuTch«r,Cambridge. 



/ 7n sorry, Paul, but I can t hep you 
with this. Owfwt Wwtcthop, who (ac- 
cording to my diligent research) 



pubfished the game, dont seem 
to remember anything about ft. But 
I'm $ure every reader of this col- 
umn knows more about it than rne, 
so please help Paul! Of aft the diffe- 
rent types of game, i should 
imagine that a strategy game with- 
out instnjctions is the most use- 
less. 

PI 



Dear Phillppa, 

As a result of the FRONTLINE col- 
umn in CRASH (the Onty magazine 
which has a wargames section) I 
became interested in war games 
one year ago, and purchased the 
excellent Arnhem 

Since then I have waiched this 
aspect of the industry expand 
(seven wargames were advertised 
In the December issue) and vastly 
improve in most respects. 

However there is a distinct lack 
of fantasy wargames, I only know 
three; Lords of Midnight, Doom- 
dark '$ Revenge and Swords of 
Bane, So software producers, 
start producing more. Any fantasy 
wargames would make up for the 
disappointment of Lord of the 
Rings being an adventure. Tolkein 
has written the perfect formula for 
fantasy wargames. I tong for the 
day when I see Ores, dwarves, 
wizards and riders charging over 
my TV screen - Arnhem style. 

I also feel that there should be 
more modem nuctear wargames, 1 
J almost bought Theatre Europe 



until I discovered that it wasted 
memory on an arcade section, 
something I feel should be 
eaduded from ah wargames. 

Also 1 think that more wargames 
shoukJ allow joystk* controlled 
movement. 

Finally we've had HURG, The 
Qutti and GAC so what about a 
program to design your own war- 
games, Also all new games should 
allow the players to re-design the 
piaying area, 

I am quite happy with the pre- 
sent situation however, and these 
are onty minor points. Anyway 
good iuck with the new job and \ 
hope you can expand the column. 

Ally Hume, Fife 
PS: Can you name rne any good 
two or more player wargames, as 
well as where I could buy a rule 
book to play fantasy tabletop war- 
games with miniatures. 

I couldn't agree with you more 
about the need for more fantasy 
wargames. Historical and modem 
wargames arent to everyone's 
taste: some people have moral 
objections to recreating wars in 
which real people died or 
anticipating holocausts in which 
we couid ail be kilfad r and some 
are simply uninterested tn military 
history r If there were more fantasy 
wargames the appeal of the whole 
genre would be wider. Mike Sing- 
leton's games were mainstream 
bestsellers and prove the point. 
Besides, there's so much scope 
for different garneplay elements 
like battle magic and race animos - 
ity* There's no reason why Tol- 
kien's books shouldn't be trans- 
lated to computer as wargames as 
well as adventures, 

a warpame designer sounds tike 
a good idea in theory, but tf it were 
effective and popular like the Quill 
tt would inevitably have an 
eneveratingfLML WD) effect on the 
strategy software scene. Unfortu- 
nately, f thtnk this is what has hap- 
pened to adventures. 

Desert Rats is still the best two- 
piayer warganie around, particu- 
lahfy if you have a 128. it s easy for 
a wargame to offer a two-piayer 
option and most of the decent 
ones do, though in my opinion it 
you've got an opponent you're 
better off with a board game* 
Games workshops Warhammer 
fantasy tabletop iv/es have bean 
revised and reprinted this year, 
and are the only widely availible 
rules of this kind. You 'it get a set in 
any specialist games shop, 

Ally wins this month's twenty 
pounds worth of software. 





in haw of old when men were 

Camps Minions had ye* to be ter 
rifled by larqe Doc Martened 

ferent P la « P bSt n 

did not live m large cities, out m 

t,n ffl fhese W is the set- 
ting inr Feud, a new game from 
The tolk in th-s vj- 

See scraped a meagre living from 
he 1^ supplemented by fishing 

he S3 river which 
wrth father large fish - the like ot 
whichCvUt been seen sta<» 

□retty good time of it, but as tney 
?S ' a%od things must come to 
an end. The prosperity of the i vM 
Em dwindled when the local 
Xrd became seriously IB. From 
foS£& he wrote to his two 
m Learic and Leanonc asking 
them to return home so that he 
r.Z!\rt choose his successor. The 
hwfSd hist finished their 
rmal Ss at' the Glastonbury 
Sc^ofW-zardry. and returned 

home expectantly, ^ 
Alas, the trail old ™n passed 
away before he could esiablsh 
which of them was to ^ke over in 
his role as village magician. It was 
Bt to the two brothers to decide 
which one of them was to be on 
me steady earner for the rest of his 
Se S which wasn^ Th^ toed 

to settle things in a civilised man- 
5£b5 eventually «Wto*brf- 
Sen them b^ fown and a 

^JfitfESBto w- 1 * 

ends o the village and began to 
concoct spells with which they 
Spted to obliterate each other 
At noon each day they met tojy 
out that morning s homd inven 



tmn At first the spells were rata- 

nietalv out of hand. While trying to 

Kish end the villagers threwa 

complete wobbly. 

This is where you cc^e m - P^t 
yourself in the place o one , tfWfl 
exasperated village folk anc I wotk 
SSrbwtostopthe^brothej 

ZjrrrWma the town. This must oe 

to yourself, so duffing them up is 
out of the question - . - 
Whether you come up WW a 

reasonably jw™?- vfflage 

•itfsssra » *» 

the best idea will be rewarded with 
a day trip to the London Dungeon 
f S oSas^kehome!)andacopyot 

p^d The next five most inventive 
Sz^hersrece^a^- 

^^S5v3tofg««. 
•W^jSf thinking caps on 
and sV off you. 
WANGLE A WIMRD CRA^M 
TOWERS, PO BOX tO, LUDLOW, 
SrOPSHIRE SY8lDBto arnve 
betom the 28th of February 1987. 








IT'S 

SHOWTIME! 



Hordes of PBMers are set to 
appear at the doom of the Par- 
Chester Hail on 7th February, 
eagerly awaiting the start of the 
Second British PBM Convention, 
which begins at 1 0,30am, This 
month , instead of the usual game 
overview, I present you with a pre- 
view of what I am toJd will be at the 
convention . . . 



MAJOR 

Most of the major PBM companies 
in Britain plan to be there, showing 
(and selling) their wares. John 
Nicholson. Managing Director of 



voflow games, intends to 
demonstrate his wonderful Vorcon 
Wars game as well as launching 
Super Vorcon again for the benefit 
of those who missed the previous 
launch. John is held in some rever- 
ence by the hobby as a whole - 
probabty owing to the fact that try- 
ing to get hold of him for a chat is 
like trying to track down Meiissa 
Ravenflame r 'cos it just cannot be 
done, (NOTE: QMs tend to beleve 
the word chat, when related to 
PBM, also means cheat - what 
other ways are there to subtly 
glean gaming information?) | have 

a lot to say to John 

MrmEOAMEs, long established 
GMs of such epic (but expensive) 



TWO QUESTIONS . . . 



Dear Brandon 

Would you please answer two 
questions for me: how do I find out 
more about the PBM games avail- 
able, and why do they cost so 
o play? 



Write to either Flagship or PBM 
Magazine, details of each can be 
found m earlier MAILBOXES. PBM 



games are quite expensive to play 
because of the amount of effort 
and resources put into them by the 
GMs: Many GMs put a lot of time 
into your turn responses - and 
prices, in general, reflect this. As 
well as administration costs, you 
must bear in mind that the PBM 
companies must also pay postage 
and paper costs! 

BK 



LATE CRASIMOFF'S WORLD? 



Dear Brandon 

It seems to be that kjc games are 
about to drop theJr popular game 
Grasimoff's World player num- 
bers have admittedly fafen to just 
600 from well over 1 000 p but is this 
fair? A petition is being organised 
by the remaining players to alert 
the non-fussed SMs that CIV will 
b© missed. 

If kjc do go ahead with their 
plans. I hope that their other 
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games do not suffer the same fate. 
G Manf inwilp F&mwnlw. Suney 



Although f have heard nothing 
from kjc about the matter, several 
readers have mentioned concern 
over CWb future, it does, at first 
glance, seem unfair on established 
players for kjc to drop the game, 
Any comments? 

BK 



games as Global Supremacy, Mid- 
gard and Tribes of Crane should 
be launching their new strategy 
game Starship Commander I am 
reliably informed that this is a sci- 
ence fiction game. F would never 
have guessed! Meanwhile, 

SPELLBINDER GAMES {Keys Of Bled, 

Spiral Arm and Warlord of Kao$ 
launching a new tactical game cal- 
led Kingdom - something to do 
with royalty, greed and economics 
but not necessanfy in that order. 

The final major PBM game 
release scheduled for the conven- 
tion is from SLOTH ENTERPRISES 

(who will also be plugging The 
Enchiridon, Kings of Steel and The 
St Valentine's Day Massacrel 
The^r new game is cailed American 
Football, which rs a revamped ver- 
sion of the well established 
amateur game Game Plan, Sloth 
state that there will be two ver- 
sions of the revamped version, 
ingeniously named simple 1 and 
"complex 1 . Mike fticGaity men- 
tioned that he found the simple 
game too complex - 1 cannot even 
understand the real game! 



AND MINOR 

The lesser- known companies 
expected to have stands include 
white qold p No-Dfos games (pre- 
senting a game called Cassus Befit 
or Domination, depending upon 
whether you believe the ruieboofc 
or CS MS), Ms and their new range 
of games. A host of others com- 
panies should be represented 
including m&a qames In general, 
anybody who rs anybody in the 
PBM world wiff be present (exclude 
inp kjc games and icew) to chat 
with punters and p^ug their games 
with special startup offers and 
competitions. 



UNDER 
AGE?! 

Dear Brendon 

A friend and I both read your col- 
umn with interest, and we would 
like to start up a PBM game of our 
own. We are fourteen years old 
and are wondering how to go 
about running the game: are we 
under age? Could we correspond 
through a parent? How do we 
patent or license our game? What 
taxes must we pay? ! hope that 
you can help us. 

Darren Hutchinson, PKalnin K Dundee 

Most of your fears are realty 
irrelevant at present I would 
suggest that first ofallyov design 
and mn a simple game for your 
friends, as launching a commercial 
game involves a lot of commitment 
(both now and years into the 
future), and a fair bit of capita} 
(money, paper and so on). In l&ss 
than two years time you will be fac- 
ing exams which (believe me!) wttl 



JOURNALISTS! 

The media wilf be represented by 
Flagship and PBM Magazine, as 
weS as Computer Gamefs Mike 
McOarry, CdVG sWarym And of 

course, me! 

DEMONSTRATIONS 

There are some interesting demos 
lined up for your entertainment: 
LABYRINTH intend to take the stage 
with some live RPG - great fun, 
even if you aren't a fan of Dun- 
geons and Dragons. There will be 
a demonstration wargamp gomy 
on for most of the day, as weil as 
the usual computer game compet- 
itions (be there early to get into 
these) and the PBM Award cere- 
mony, incidentally, also attending 
will be a caricature artist who will 
take the michaei out of you on 
paper if you pay him (probably the 
artist who drew me . . . . ) - plus a 
guest appearance from Dave 
Langford, no relation to Bonnie, 
the White Dwarf SF writer. 



BE THERE 

Admission on the day will cost 
El. 50 - the Porchester Hall is in 
London WES, near Paddington 
Station. Take some money with 
you to take advantage of the 
cheap startup offers. I shall be in 
the bar, as far away from the Heavy 
Metal stand as possible, Have 
fun!!! 



- ~ Incidentally, those of you of 
pub-going age may be interested 
in attending the SF meet on Friday 
6th February in The Crown, Brewer 
Street, London W1 . . , 



take up much of your time and the 
last thing you wiii want while trying 
not to study is a reason not to 
study - Know what I mean? / do 
not advise running anything mega 
profit making (not a common thing 
for PBM companies to do) before 
you are certain you can handle the 
responsibility involved. 

BK 

HIDDEN COSTS 

Dear Brendon 

Could you please tef I me how often 
I must take a turn in a PBM game, 
and could you give some exam- 
pies of 'hidden costs', f hope you 
let some more 



Turn frequency varies from game 
to game. In open-ended games 
which run in 'real time' (in which 
turns for your particular game 
might be processed ffve days a 
week, for instance) you can send 
your turns in almost when you tike 
-just don't miss a turn for over five 
weeks orelsetheGM will think you 
have dropped out! 



frp deadline games, you gen&r- 
any choose on startup whstheryou 
play in a test weekly turnaround 
game, the nonrt&i two week game, 
or a slow international three/four 
week game. Once tfie game has 
started you must stick to this 
deadline. Turns can be missed at 
the expense of your opponents 
developing while you do not 

Hidden costs are additional 
charges enforced by GM$ when 
you do something considered as a 
specie! action in that particular 
game, or if you send in more orders 
that usual. For example, if a com- 
pany runs a game where the nor- 
mal turn cost is £1,00 for fifteen 
oretera and a charge ofSpper extra 
order exists then should you send 
in seventeen orders one tum a you 
wilt be charged the normal EhQQ 
plus two charges of five pence for 
your extra orders, incurring a total 
cost of £1.10. 

Mentioning no names r some 
firms advertise only the lo west turn 
charge, and tn most cir- 
cumstances it is possible to play 
the game properly without incur- 
ring the extra (unmentioned) 
charges. Thus a £2.00 per turn 
game may, in real life, cost over 
£2.50 per turn to play welt. This is 
why t mention when games have 
hidden charges, and you should 
generally beware of them. Having 
said that just because a game has 
hidden charges it Is not necessar- 
ily a bad game! 

BK 



HELP 



Dear Brendon 

After reading your column, I have 
become interested in PBM gam- 
ing, However, I have one or two 
queries about the hobby. If I want 
to leave one of these games, will I 
have any of the problems 
associated with record clubs and 
the like? Also, when I do teave, 
what happens to my character - 
do&s he/It die off h retire or vanrsh? 
Finally, you often quote 'tur- 
naround' times. Must moves be 
within the deadlines, or can time 
be taken off to sit exams , for exam - 

ingm Ran, Appln, Scotland 

In general, 'drop-out' positions 
become GM controlled (or uncon- 
trolled, if that makes any sense) 
entities within the game to be con- 
quored by other players. Drop- 
outs are rarely bugged 1 by PBM 
firms; as long as you do not leave 
the game owing any money, the 
only {if any) post you will receive is 
news of new games or automatic 
tumsheets if you are still in credit 
You do not have to send your turns 
in for each deadline (you miss the 
turn if you don't) and arrange- 
ments to keep your position active 
autonomously while you take time 
off can be made with most GM& 
They are, after alt, only human, 
With perhaps a few excep- 
tions . « ■ i 

BK 




DIPLOMATIC 

DIRECTORY 



The odds against me were awesome 
My once proud armies lay in hiding 
in the beast-infested forests of 
KnaJI, awaiting the certain advance 
of the Dorvair warriors from the 
South, All escape routes to the 
North were blocked by towering 
mountain ranges, and to the West 
lay the deserts ruled with iron and 
fine by the Vlar. What could 1 do to 
survive the next turn? 

Fortunately* I had the latest copy 
of CRASH to hand , , . my only 
hope was to find a powerful ally. 
Perhaps 1 cou ld find a saviour within 
- a member of the elitist Diplomatic 
Directory? All 1 had to lose was a 
stampj a fair price for the safety of 
my crumbling empire . . . 



*00l Adrian NeaE 

43 Markettfcad Estate , Kirrcm, Buxton, 
Luicolnshire PE20 ISL 
GAMES: Vorom Wars 72 & 78; Capitol 
IS; Earthwood SZ;Artadia 6; Star Empires 
I ; Conquest 



*0G2 Jafitio French 

78 Princes, Road* Eliacombe, Torquay 
TQ1 I P A 

GAMES; Vorcon Wars 75 (Commander 
BUTAD) 



*Q03 Tcavii Smith 

27 Snartuun Crescent, firaun&tone Frith a 

Leicester LE3 GNW 

GAMES; Starsjlobe 4 (SS BelUJuM*} 



* 004 Robert Darby*hire 

22 Thumtan Gate, Qevkvs, Lanes, FY* 
HN 

GAMES' it's A Cnme ! I (Death War- 
riors); It's A Crime! 4 (Megaaty Blues* 



*005 Stuart MiUtaihip 

17 Graveney Gardens. Arnold, Nocrin- 
gham NGS 6QW 

GAMES i Vorcon Wan 75 (Commsnder 

smnvm 



*Q0ti Mr G G Maaganoai 

109 Kings Rend, Famcolnbe, Surrey 
GU7 HTE 

GAMES: Saturnalia; Crastm&ffs World; 
Explorers of Onrti p - Lands of ike Crimson 
Sun; Aes; Mark of Chaos; Untamed Land; 
Veswttan 



±007 Mr C J McCarthy 

39 A Sen view Road, Liscard, WaJJesev, 
Merecvsidc US 4QN 
GAMES: Stargbbr I; Star Empires I; 
Varcan Wan 19; Saturnalia; FUtt Man- 
oeuvre! PI&7 



*0Ug Scott MacfarlanE 

2 Broom side TerracE y Co Slurp hie c , Ed Ln- 

burehEHI2 7LZ 

GAMES : Vomm Wan €0; Super Vmcatt 
Wars 77 ^ 



*0Q9 Paul Davids 

SI Waterloo Road, Frestwick 3 Ayrshire, 

Scotland KA9 2AA 

GAMES: Varcan Wars 60 (Commander 
PEPIStf); Arcadia; Conqupti 



a 010 KevWue? 

y Ckrksun Hrjuse, Maysoule Road, Bat- 
tcrai, London SWU 2BP 
GAMES: Eanhtmod W 



#011 lan Hudson 

5 3 Deepmore Close, Aire was* Mr Burton- 
upun-Trem, Staffs 

GAMES: Varcan Wars fiS {Command* 
PESTIB); Super Varum Wars 77 {C*n- 
manderFRUGADk World ofVtngtmuz 
i:ift'< Invincible* nr Bury Si Edmunds* 



+013 Garetfa Evans 

4 Whitelaudi; Road, Thalasani. New- 
bury* Berkshire RGB 4AR 
GAMES; Arcadia 6 {Egg Grutnside) 



* 013 Mike Adams 

774 Holmefteld Road, Liverpool, Merse- 
yskk LK9 3PQ 

GAMES: vW™ Wan; Conquest; ffs A 
Crime! 4 (Priests) 



*d!4 David Laae 

23 Florence Road> W«t BridgJW J. Not- 

lioghEin N92 5HR 

GAMES: Casm Belli 5; Flayer 1 6 



*0J5 MartkiHifismB 

Wallesey Road, Wallesey, Mer&evsidE 
L44 2AG 

GAMES: Voram Won ?2;l?sA Crime f 4 



*QH CUfTFrtHt 

175 QDeenalload, Lekesier I. Hz ^FN 
GAMES: Saturnalia; Arcadia; Eat' 
iktuood 44i Kings of Sutl 17; Arcadia; 
A Crime!; Stuarts cud Shields 



* 017 Robin van den VsscL 

Smaragdlaan ] 72, Lcideh, Zuid 
lldkqdi Netherlands 
GAMES: Vorctm Wan 72 {Commander 
TREBIN); Starglob* 3 (Th* Lhitfhmtm) 



*018 PBnmsLan 

Gas Mari Pwn House, Thomastuvvn^ 
Merthyr TydnJ, Mid Glamurgan, Snuth 
Wales 

GAMES: Jf'i A Crime! 2 Death) 



+m* Sieve Vickera 
26 Swtnton Court, Harrnaaie HOI 0BB 
GAMES: Soccer Star; Saturnalia; It's A 
Cnme! 4; World of Cham 



*U2ti Baxnabv Dellv 

II PrioryGrovE. StockweB.LoodciDSWS 
2PD 

GAMES: Siantfabt 4 



* 021 Stephen Holt 

27 Rosemary Road, Sprcnvnon, Nor- 
wich, Norfolk NR7 SER 
GAMES : Vorrai Wan 6 ! i Commander 
BRIBER}; /x'r A Crime' 4 (Fighting 
Uruk-Mai) * 



*022 KevwPkck 

Walnut Tree LodgE, 9 Kin^ Meadow 
Lane T Higham FErrcrfij Nrtrthiimpton- 
shire NN9&JE 

GAMES: Earrhwood; Saturnalia, 
Sfartfobt 4; Orion's Finger; It's A Crme.' 
3; Casus Belli; Aes 



#023 MatthEw Hanson 

10 Dcnbv Lane Crescent, Grange Moor* 
Wakefield, West Yorkshire WF4 4EB 
GAMES: Startfobe 4 (SS Obsidian Fo*}; 
Arcaa^t 



#024 GavuManfcaU 

36 Spur RoeJ, Orpioffton, Kern BKh 
0QL 

GAMES: Vorcon Wars 7! 



That's all for this month's DIP- 
LOMATIC DIRECTORY. If you 
would like to join this eiiiist group, 
send your name, address and details 
of the games you play 10: 
PBM DIRECTORY, BKNDON 
KAVAHAGM, CRASH, PO BOX 
10, LUDLOW, SHROPSHIRE, 
SYB1DB 
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Part Three 



TAMARA KNIGHT - fast-food te le porter 
salesbeing of the future and all-round nice 
girl. This is her story. Correction. This is 
the third portion of her story - as relayed 
by LOUSE, with pre-condimentisalion 
courtesy of MEL CROUCHER, 



This is a love story. Every word counts This one 
counts too, 1 am in love with my Hostess, Tamara 
Knight, goddess of all th mrn hnm w i t nf r IBym rc 
computers defected to the planet Amnesia, and 
sometime telepuner-lxHOlii-salesheing for Mac- 
donalds Inter galactic- Thi!i is a true story. \ stole it 
from a midj-evilist named Sid Smith, Tamara is the 
perfect human being, a contradiction in terms. T am 
a personal neutron bomb designed to blow in her ear 
\f she puts a perfect foot wrong. My name is LOUSE. 

We arc in heaven, going It/meet our Maker. 
Hijacked by an acronym provided to titillate puerile 
primitives, According to my records, that's all of you 
New readers wilt have to scan the last episode to work 
out why (he Fender Siratocaster is mightier than the 
sword. The rest ofvou have just wasted two introduc- 
tory paragraphs. That s fine by me. I get paid by the 
word. Like I said, every word counts. 

I am disguised as an item of clothing akin to the 
thimble in your mythology For ihe decency. I also 
enjoy riving your prehistoric graphic artist a hard 
time. Our hijacker introduces himself as Jimi Hen- 
drix. The golden slobway transports us through nec- 
tar laics and manna mountains. Something to do 
with EEC=MC : subsides- Tile wind cries 'Mary' 



Tamara begins to shiver the dance of fear. Before I 
am dislodged, 1 pupate from my manifestation as 
micro-bra to that of a dirty dog tooth in her mouth 

Unfortunately. Mr Hendrix spots my transforma- 
tion, and makes a grab for me. At that very moment, 
a very young man miraculously appears on the slob- 
way, and says, 4 Hev Joe, where arc you going with 
that gum in your hand?" How very odd. Tamara 
seems to recognise the newcomer from some icon 
above her childhood test lube 'Excuse me Sir, but 
don't f know you, " The young man is verv gracious 
and replies gently, J Yes, Tamara, you know me well , 
for I am the Son of your Maker f" " 

I can't help noticing, thai Ihc young man has holes 
in his palms, and in the soles of his feet- Most pecul- 
iar. He continues, "I was raised in a humble car- 
penter s shop, long, long ago, on the planet Earth 
But my name lives on in the hearts of good people, 
even to ihis day." 'Good tardf k says Tamara. M was 
tempted by the voice of Evil r whilst wandering alone 
in the wilderness.' "Good lord! 1 says Tamara. I was 
rendered lifeless, and through ihe faith and love of 
my closesi and dearest ones, I rose from the dead." 
'Arc you kidding T savs Tamara. 

He only comes up to her navel? She's taller than a 



storey- He's shorter than two thick planks. She shud- 
ders with awe k and sucks her teeth, including me 
'But they told mc you were just a mvlh!' l Arc you 
lisping?" asks (he holy man It's this tooth. Sir. A 
myth ... a fable Lu mike little children and poliii- 
ctans behave themselves.' As you can see, oh ye of 
liltle faith and dot him;, [ am very real indeed 1. They 
shake hands. 'Pleased to meet you, Sir. My name is 
Tamara Knight/ Likewise, mv child. Thev call mc 
Pinnochio. 1 

Ahaf A piece of vital information! Mv memory 
hanks vomit the following: hnnochio wooden 
humanoid. Armaments; variable nasal proboscis. 
Location: last heard of in mythical realm of Heaven. 
Activity: revolution, sedition, head of escape commit- 
tee. Associates: Hendrix, Lenwm, Cochran, 
Orpheus, Lynott, Japlin, Pan, and sundry disgruntled 
Rock 'n ' Roll performers, summoned by the Maker to 
satisfy musical ambitions of forming supergroup. L I 
can't make head nor tail of this, being endowed with 
neither, hut I do know that Heaven has a trim- look* 
\m wall embracing it. Patrolled by guardian angels 
All along the watchtuwerv Allegedly built 10 keep 
intruders out. Emphatically built to keep residents 
in, Loudspeakers blare rock music from cverv treeof 
knowledge, every burning bush, every crook and 
nanny deaf as a posi, 

I lead my confused Hostess up the telcpath, and 
advise her to ask this Pinnochio fellow aboui these 
horrible noises. Naturally. Tamara follows my 
advice. 'Hmmn . . . ' answers Pinnochio, you better 
ask Jimi about that. ' Just as I thought, Hendrix is the 
real leader of the heavenly dissidents, This Pinnochio 
is just a puppet. The golden slobway transports us 
past a choir of 7. 000 cherubim and seraphim dancing 
on a pinhcad and chanting 1 Abopbopalonmop Atop- 
bopboom . . . \ as Hendrix explains. 

'It's like this, ladv. The Boss, the maker that is, 
invented Rock V Roll way back in time. Gabriel 
used to play a mean horn themdays. Well after a few 
thousand years, after the warm-up world tours with 
Rhythm V Jews and all that, mankind gets it about 
right, and the Boas £els ready- for the Great Eternal 
Gig, y'know. He starts taking the best Rock *n 1 RcJ- 
lers aways up here, long before we're ready, and we 
has to play l2-bai btues for ever and ever tinman. [ 
mean like we just can L £ take it no more. All he do is 
hog the microphone and take all the solos, dressed in 
a glitter suit made from old JOcc records/ 10cc? 
"Yeah, you know, Crcmliness is next toGodle vness. ' 

But that's terrible. Mr Hend™.* savs Tamara. 
It's worseren that, lady The Boss is flat! '""' You mean 
he sings flat?" 'He means that - our Maker is flat!' 
interrupts Pinnochio, An egocentric Compact Disc, 
with the sum of all knowledge stored in him, deliver- 
ing nothing but lousy guitar riffs century after cen- 
tury, while the rest of the universe goes down the 
Unbend/ 

I am contemplating this logical explanation as the 
slate of Creation, when Hendrix makes another 
lunge of poor Tamara's mandibles, and pincers me in 
vice like grip. I should know. Vice is my speciality. 
■Gngrrhk yrrhhrgh mhkgh fnngrrns errghf 
mhyyghubbl she rcouests, but the lale guitarist 
forces open her perfect jaw*, and stuffs an eve 
therein, uncomfortably close to where I have taken 
temporary root, 

"Looky here Pinnochio^ he grins, T knew it! 1 
knew it! My tang lost brother^ Oh dear, oh lord 
Why is it that I only seem to come across loonies in 
my travels? He releases Tamara s chops, which 
smack together like a pair of mating Gemini on the 
Pisces Lady, you got my Little Brother in your 
mouth. Honest. True as I stand here.' The slotiwa 
grinds to a halt and he falls plectrum over Fender 

Pinnochio grows his nose a little, and inserts j»- 
Tamara\ vacant expression so he can lakuuH 
me too. Well I II be blawedrjj^jgitife; 
Siratocaster smacks him across^ crow, and sni I 
black flake? fall off his feet as he folk. ' You're ;ih - 
lutelynshi,.firnnimy! Ifsn I. Q.U.SJE, mark^The 
one with the neutron bomb instead of the graphic 
equaliser/ Now how do they know that? Nodcmht 
the sawn -oft dissident wjj] i&U.mt bv the end of the 
next paragraph. 

' You see. Miss Krughu iimi used to be a Livihi-On- 
UnempJoyabte-Semn^Emplover telepathic advis- 
ory unk h just like vnurs, onlv funkier. Mv Maka 



ordered him to stick with me when I was in thai car- 
penters shop [ told you about. His name was Jimminy 
in those days, and 'he was disguised as a little green 
cricket.' Tnis is utter nonsense, according to my 
memory banks. Such an entity is used lo play war 
games on, utilising two teams of eleven humanoids 
with halls, bats and stumps. Sounds horrific, 

That's right, Lady, I was programmed lo advise 
Pinnochio here, as well as sing educational-type 
songs in his ear. 'that was before he wished me into a 
half-Cherokee guitar player with the Ike and Tina 
Turner band. 1 Tamar* ponders this fable long 
enough for two opposing armies to materialise on our 
nether horizons, before she sneaks. 

* You mean to say, Mr Pinnochio changed you from 
d LOUSE into a half-cherokee guitar player with Ike 
and Tina Turner. Mm ply by wishing il' r "There s 
nothing simple about it, 1 says Pinnochio, L had lo 
■M-li upon a star, and they can get extremely hot. 
That's why my feet arc charcoal. Now this piece of 
information is very interesting to me, because 
although I was reasonably content to hang, around in 
Tamara 1 * car, or decorate sundry bits of her epider- 
mis in Episode One, I could express my affection for 
her a lot better if she were to similarly wish me into, 
say r a perfect male humanoid. 

However, before J suggest this to her, we have a 
couple oppressing problems. Like a symbolic battle 
between Good and Bad, which is about to take place 
wth us in the middle. Stuck on this fritzed slobway. 
htrlhermore. my internal real-time-clock tells me 
chat I am about to explode, seeing as Tamar a has 
failed to make her quota of teleportcr sales. ] inform 
her of these little snippets. Naturally, sheburstnlfe 
tears. She's only a girl after all. fiend nx and Pin- 
nochio also bursts into lears. J don't want to beserist. 
Or woodist. 

So 4 gentle reader from my ps imitjvc past, what is it 
lobe 7 Gratuitous obliteration from within or wi th- 
out? Fifteen second* to go. Still, it was nice while it 
lasted, Wasn't it? NoV Oh . well maybe m?t then 
rWkiLVK One of the opposing forces, carrying 
placards marked GOOD ", opena fire with a salvo or 
Wild Thing' , TFN , Not bad, eh ? B m the olher army , 
waving banners marked *BAD\ counter with the 
Rod Stewart harmonica soki from "My Boy 
lipop'* Dreadful casualties are inflicted, NT ME. 

The heavy artillery is broiight up. The massive bulk 
of Elvis Presley fires the opening chords 61 \l;nllHHtse 
RockVEfGHT, but it gets knocked out by a ground 
to-air counter-attack frctffl an 
Bananarama. SEVEN. I can t 
pening!! The forces of Effi 
weapons. SJX. The stench of a 
ble -LP drifts over the batdel 
Melal Battalion scream out in agony 



hopeless! Wave after wave of 'Agadoo 1 and 'Chirpy 
Chirpy Cheep Cheep 1 wreak havoc, THREE, 
amongst cringing punks, until Sid Vicious goes nuc- 
lear. TWO, with Cmon Everyhody\ ONE, and 
Tamara sells Pinnochio her portable lelebooth on 
credit card. 

ZERO . . . ! Tamara closes her eyes, and clenches 
her teeth. Ouch, First the good news. I fail to deto- 
nate. Next the bad news. The heavenly Strategic 
Defence Initiative laser-protected umbrella has 
failed, and all hell is breaking loose. Psychedelic mus- 
hroom clouds rise over the lifeless realms of the after- 
life. The very landscape erupts like one of those little 
white pimples that appear on your nose on Friday 
evenings. No? Er« how about - like the hammer of 
mighty Thor smashing the carapace of life. Tamara 
coughs politely. "Let's haul oursl 1 

I suppose I should be thankful she didn't say' Let's 

Slit'. Events seem to be taking themselves very liter- 
iy toda\ . She erects the ie Importer, and these three 
hipeds manage to squeeze themselves inside. Tamara 
slaps the little puppet's face, and he obliges by shor- 
tening his nose. Tm lucky. Plenty of room inside 
Tamara's perfect mouth. No halitosis. Not even a 
taste bud out of place. Her teeth so deep and crisp 
and even. And will you look al those beautiful tonsils. 
The voice of our Maker can just be heard yelling, 
'Where da goddam rhythm seel ion go?!' Damned if 
I'm going to tell him, Besides he can create a new 
heaven once he's dealt with those homed demons 
spewing out the ground. So here we are, Tamara, 
yours truly imprisoned as a gnashing of tooth, a frus- 
trated angel and former insect named Jimi Hendrix 
and a chip off the old block called Pinnochio. all 
heading for some unlikejy ftar on which to wish. 

'Where shatl we mnke for S^use? How about 
Beielgeuse?' aafcs ow heroine. "1 don't think so* 
Tamara. Last f heard it was full of repeated hitch-hik- 
ers, earning royalties for Douglas Adams. Try 
Alnilam, it's not' far from Ektelgcusc/ 'OK Louse', 
|rfSys, here we go . , . \ she punches in the coordi- 
nates on the Importer console, 'where exactly is 
Amilam?' I leU her it's in the middle of Orion's belt . 
and she says, Oh goody! I love the Irish? ' ;w ; 
This is a true itory . Every word counts. You msnfy. 
:>■■ hat t^jgfc : 



better. J t is her innocence that intrigues me And so 
it is that we are digitally encoded within the teleporte r 
and reassembled nalfway across the galaxy. We have 
not told our guests that our originals dropped through 
the floor of the booth and became hamburgers, 1 
expect there fc ll he a few complaints about splinters in 
the meat. Irish indeed! 

The momenl we arrive, the door is flung open by a 
bearded leprechaun, saying, 'Welcome to O'Ryan's 
Belt. Slate yer religion before I blow yer heads off ! ' 
Well, what did you expect, respite? No respite here. 
It seems obvious that O'Ryan is host to some sort of 
sectarian conflict. I probe my data files for an expla- 
nation, but there isn't one. This leprechaun being 
seems somewhat agitated. It hops around demand- 
ing, 'Quick, quick, tell mc yer faith. Dcy're coming! 
DeYre coming!' 

Personally, 1 feet that there axe too many blas- 
phemies in this episode, so Vm keeping quiet. Hen- 
drix scratches his mane and drawls, 'WelUr fellah, 
I'm a tree-worshipper myself/ 'Why thank you / says 
Pinnochio. bowing graciously and picking charcoal 
from between his toes," and I am of the Jewish faith/ 
The leprechaun looks around nervously. There are 
ominous bellowing things, crashing through , the 
undergrowth. As you may already know, Tamara Is 
incapable of telling an untruth. She bathes the leprec- 
haun in one of her smiles and says, 'Actually, Sir, I 
am a Romulan Catholic/ 

'Bejabers! Dafs alright den. Quick! Follow me 
before dey get us . . . r As he scoops up a small 
crock of gold from the nearest rainbow's end, we are 
suiTOunoed by panting, loathsome forms. "Do I eel 
lo make my wish now, Louse?' Tamara asks me/Joo 
late. The Bygotts have arrived! jjfl 




XEVIOUS 











Producer: US Gold 

Retail Price: £7,99 
Author: Probe Software 

A natter arcade classic 
makes its way onto the 
Spectrum, This time it's the 
atari coin-op X&mus* licensed 
from ham CO, 

The action takes place on (or 
rathef. slightly above) Planet Earth 
many years m the future. The root 
of the story, however, dates beck 
to the last ice Age, when large 
hairy mammoths roamed the land 
and man was barely out of the 
trees. Around that time a highly 
sophisticated and technically 
advanced race of beings calted the 
Xevious inhabited Earth, These 
beings were forced to abandon 
their homeland because of the 
advancing sheets of ice. However, 
the snows have long since 
departed our humble planet and 
the Xevious have returned. As you 
might imagine, they got a bit of a 
shock when they find out that the 
primitive apes they left behind had 
evolved Into technically advanced 
creatures. 

The Xevious believe that the 
Earth is rightfully theirs, and are 
willing to fight to prove their point, 
War breaks out, and this is where 
you come in You pfcay the part of a 
fighter pitat on a search and 
destroy mission to annihilate the 
Xevious warriors. Controlling a 



Solvalu fighter jet skimming over 
the surface of Earth, you keep an 
eye open tor the enemy. Xevious 
fighters come in attack waves, 
attempting to crash into your craft 
or blow it out of the sky. Ground 
installations also take pot shots at 
the Earthman in the sky . . . 

The action is viewed on the 
right-hand part of the screen 
which scrolls downwards with the 
enemy fighters attacking from the 
top In set patterns and formations. 
The ultimate objective is to survive 
the attacking waves of Xevious 
and penetrate their Andor Genesis 
Mother ship. This enormous craft 
can be drsabled by knocking out 
its central reactor. Doing this 
makes the Xevious reaFly mad. and 
they resume their attacks with 
renewed vigour as the attack run 
begins again - the mission 
becomes more perilous each time 
around. 

Xevious fighters can be blasted 
out of the skfes with the on-board 
lasers while the enemy 's ground - 
based entrenchments can be 
knocked out with bombs. Inde- 
structible flying mirrors appear 
interspersed with the attacking 
Xevious craft. These nasty con- 
traptions are difficult to spot 1 and 
colliding with one spells instant 
death, 

Five Ikes are available and a 
two-player option allows a pair of 
pilots to take turns at eradicating 
the Xevious forces. 



( f Mfl< Ah 
l*CCPfLCC 




Attack Of the tumbling ptate$ r as the spaceship approaches ,? 
CQupfc of ground targets 



An&thermeanie bites the butfel, tut the base installations are 
firing back 



CRITICISM 



% 11 Xevious in the arcades was 
one of those cuft machines that 
you either liked or hated - i liked 
It, Xevious on the Spectrum how- 
ever, is a boring shoot 'em up 
that's instantly forgettable. 
Graphical^, this Is erne of the 
better monochromatic shoot 
'em ups - the characters and 
scrolling area are welt defined. 
The use of colour Is a little sus- 
pect though; grean-o- vision has 
been done before and to better 
overall effect. The sound is not 
at all bad, with a couple of tune- 
ettes and the effects have obvi- 
ously been thought about [but 
not too hard), Whin-all, I can*t 
recommend trite, fc ' 



• " At first i found Xevious quite 
interesting to ptey, but it soon 
dawned on me that it's basically a 
Space Invaders fyp* game - the 
only difference being the addition 
Of modern features such as semi- 
ting and monochromatic land- 
scapes. Xevious is good as shoot 
em ups go, but t feet the game 
lacks anything that even the most 
docile of players would find taxing. 
The Qame has instant appeal - 
which is probably why the arcade 
freaks liked it - but i got com- 
pletely bored very quickly The free 
badge /s nice. The freebi® poster 
isquitepretty-but the game holds 
no tasting appeal, " 




• " Having heard bits about this 
arcade game (without having 
played it), I expected a bit more 
than this from Xevious. The 
graphics are very average, and 
frankly, that's my opinion of the 
whole thing. It's just another shoot 
"em up. That's rt. Fine for shoot 3 em 
up addicts no doubt, but I'm not 
too keen. M 



COMMENTS 



Control keys; definable - up. 
down, left, right. fire, bomb 
Joystick: Kempston. Cursor, 
Interface 2 

Use of colour: monochromatic 
play area 

Graphics: not much detail, 
smooth scrolling 
Sound; the occasional spot effect 
Skill levels: one 
Screens; scrolling play area 
General rating: A r 
shoot 'ern up 
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Presentation 65% 

Graphics 72% 

Pfayability sg% 

Add icti vettftss 57 % 

Value for money 59% 

Overall 64% 




Producer: Firebird 

Retail Price: £9,95 
Author: Torus 

Htve puts you at the helm of 
an electro-mechanical 
'Grasshopper' ship on 
Gamma V« a planet populated by 
insectoid races. The mission is 
hazardous: penetrate the hive of 
your enemies, the dreaded bees 
who threaten the very existence of 
your race, and kill their queen. 

The bees are ready and waiting 
for invaders - the static defences 
of their hive are supplemented by 
guards and the labyrinthine nature 
of the hive itself makes penetrating 
it a tricky task. The hive consists of 
eight levels of twisting tunnels and 
indudes looked sections that can 
only be entered it you hold a key. 

The ship starts equipped with 
one laser, two pylons and three 
position markers (used for map- 
ping the tunnels}. To add to these 
there are useful items along the 
route which can be picked up and 
used, The most important of these 
are pylons which recharge the 
ship H s energy banks. Carrying two 
pylons increases the Grasshop- 
per's energy level, while carrying 
one serves to keep the power con- 
stant, Without the aid of pylons, 
the energy reduces sEowfy to a 
fetal zero. Other col lectibfe objects 
include keys, shields, treasure and 
a telescopic arm, 



The screen shows the view from 
front of the Grasshopper ship as it 
moves down the long, twisting 

Eassages. It can accelerate, 
rake, jump over obstacles in the 
floor and crouch under spikes 
hanging down from the roof. Com- 
plete rotation can also be exe- 
cuted, so you can explore the tun- 
nels on all sides. The ship is not 
damaged by scraping along the 
hive walls. 

The game can be saved at any 
time by pausing and recording a 
16 character code which appears 
on screen. The Grasshopper ship 
re-starts at the appropriate place 
when this code is re-entered. 

A control panel at the bottom of 
the screen shows which objects 
the ship is carrying, ft also displays 
the life level, score, high score and 
contains two panels; one of these 
lights up as the ship passes a junc- 
tion - the other flashes if the ship 
ts being attacked from behind, 

The hive contains a series of 
locked gates, which cannot be 
passed through without use of the 
appropriate key. The stronghold is 
inhabited by a series of Insectoid 
creatures that have varied attack 
capabilities according to the level 
they five in. Ttie locals can be elimi- 
nated with laser fire, but first you 
have to locale a laser . . . One 
guard, the jailer, is virtually inde- 
structible - the Grasshopper's 
only defence against him is the Jail 
Card, which can also be picked up 
along the way. 

Once the eight -levels have been 
negotiated P the mission ends 
when you lota a smart bomb at the 
queen. 











1 ^Wr* 






A spike on the floor looms up r but behind if there** m energy 
ffflfiMI - we W worth cotieeiing 



thrtl 



The receding squares in the pieWfCtWfl Indicate thai the 
Grasshopper ha* fUMt loosed off a laser ofa&l 



W 



CRITICISM 



• p * Despite lack of scenario and 
weird gameplay I really tike the 
Hive, Perhaps It is the sense of 
not knowing what's going on 
makes this so compelling. I 
see myself getting bored 
H in the distant future, but 
l T m sure that It'll keep me going 
for a month or so. Graph [catty 
this is pretty un- inspiring - loads 
and loads of blue circles with the 
odd something el se cropping up 
every thirty seconds (a bit like 
Elite). As wfth most vector 

Smesp simple graphics create 
i best effects and these 
graphics are basic. The sound 1$ 
poor - there are hardly any 
o*feots and no tunes. Torus 
seem to have done rt again - I'm 
sure that Hive will 
cutt game of 1987, " 




• 11 This is too muck i feel that 
Hive contains too many keys for 
the a verage player, which is a pity 
as i fee/ that it is very good apart 
from this. Graphically it s perfect: 
the wire frame graphics suit the 
maze feeling weft, and movement 
is very good with the speed con- 
trols giving an excellent feeling of 
inertia. Hive is good fun at first but 
I got a bit bored travelling around 
the maze, and feel that the game 
doesn't contain anything very 
competing or addictive. I rn sure 
that HJve wilt appeal to some 
people, but I couldn't get far 
enough into it to enjoy it Worth a 
peep. iF 



• 11 Loads of little circles dashing 
about the screen - not the greatest 
idea for a graphical stunner, or at 
least that's what I thought at first 
sjghtr Haf I was completely and 
utterly WFIONG! They reaily do 
create an excelienl effect as you 
feei yourself hurtling down step 
inclines, or straining up the hills. 
Unfortunately. I didn't enjoy the 
game itself quite so much. When 
the novelty of the tunnel effects 
eventually wore off, I began to get 
a Itttle bored. I really don't think 
Hive has got as much to it as it 
could have - despite the neat 
effects, there's a not enough game 
content. " 



COMMENTS 



Control keys: N left, M right, S Up. 
X down p A fire, Q pick up. W drop, 
J Jump, K crouch, SPACE acceler- 
ate, V decelerate, Z rear view, L 
toggle controls, 1 Freeze 
•Joystick: Kempston 
Use of colour: minimal 
Graphics: functional and fast 
Sound: none 
Skill levels: One 
Screens: large 3D play araa 
General rating: A clever maze 
game that lacks a little in terms of 
gameplay 



Presentation 


84% 


Graphics 


75% 


Payability 


81% 


Addictiveness 


78% 


Value for money 


77% 


Overall 


78% 
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Producer: Quicksilva 

Retail Price: £8.95 
Author: 1001 Ltd 

In 1986 Ronald Reagan's Star 
Wars plan seemed like an 
impossible dream, By 2056 
however, it was an established 
fact of life with a system of satellite 
defences protecting man, both 
from himself and the outside uni- 
verse. 

Under this technological shield, 
man was free to lead a life of lei- 
sure. This idyllic existance had to 
end. and on Chnstmas eve 2056 
things went horribly wrong. A war- 
like alien race took over the sate^- 
Nte defences, and turned the Star 
Wars system against the Earth's 
cities. 

Earth's Council held a" 
emergency session, and came up 
with one last plan for survival, The 
World's only hope was one man. 
the dashing Captain Nick 
Diamond (World Xeno champ for 
as long as anyone could 
remember). 

You are Nick Diamond,, flying an 
EaQleClassE751 fighter above the 
slowly revolving Earth. Accessing 
the main options window allows 
sound effects to be turned on or 
off, and the scores or scrolling 
message windows opted for, The 
score window, energy bar centre 
and message window appear 
along the to of the main viewsc- 
reen. Nick's mission is to destroy 
the eight satellites that are in geo- 
stationary orbits over cfties. 



Diamond is equipped with four 
Cpffer&nl weapons which become 
available at different stages of the 
game. First Jy there's the COSMO- 
GUN, which fs always available 
and is capable of firing two shots 
at a time. The FAZALAZA is 
acquired after 12 targets have 
been destroyed and is armed with 
fifty stots. three of which can be 
on screen at once. Destroying a 
dozen targets earns you a 
□YNORAY that is equipped with 
ten rounds, fires three simultane- 
ously, and can destroy alien 
bombs. Finally, the ultimate 
weapon is the E751's BLASTER. 
This is the only weapon capable of 
taking out the enemy satellites , 
and 144 aliens must eat vacuum 
before this enters the arsenal. 

The E751 is under constant 
attack, and each successful 
enemy shot drains its limited 
energy supply A complete loss of 
energy is fatal, but diminished 
supplies are replenished every 
time a satellite is destroyed. 

Scrolling messages inform you 
of where the aliens are massing. 
Accessing the map from the main 
options window shows your posi- 
tion relative to Che Earth's surface, 
and afso the position of the satel- 
lites. Using this map you can easily 
locate your targets, 

Once a satellite has been 
located and reached, it comes into 
view on the main screen, The cities 
start off with a rating of five, but 
this rating falls point by point as 
they incur damage from the alien- 



Approaching « satellite. Blast ft and a city becomes safa fr&m 
tfie afien horde 



White th& map is accessed, the message window informs toi 
prfototlhetz751 thai India is hawing problems with theathma 



controlled satellites. If a city's rat- 
ing reaches zero it has been 
reduced to rubble and when all 
eight cities have been pulverised, 
Nick has failed. 

Come on Nick you can do it. 
After all the world Xeno champion- 
ships wouldn't be the same with- 
out you! 



CRITICISM 



• " One thing I can really do 
without at the moment is a tacky 
shoot em up. Having said that, 
every aspect of Defcom Is good 
SMcept one - its playabilrty. This 
is perhaps the most important 
feature in a game of this nature. 
I couldn't play this for mom than 
half an hour as it gets extremely 
tedious and is very hard to play. 
The graphics and sound are 
good, which Is whet we have 
come to expect from binary 
design, r feel that the program- 
mers have deliberately tried to 
make Defcom as difficult as pos- 
sible. I can't really rwommend 
It, m 






it 



• " This must be one of the most 
boring games around at the 
moment - t literally yawned as I 
finished my first game. The screen 
is laid out in a vary boring fashion, 
with at feast 75% of it black, It's a 
pity however that the enemy ships 
move so quickly, as dose exami- 
nation reveals some very well 
drawn and animated characters. 
Defcom *s main problem is Its 
ptayabffity: having to access the 
menu so many times reduces play 
to a quick shooting session fol- 
lowed by a stow plod through the 
awkward menu. There is abso- 
lutely nothing here that would 
keep me playing for any length of 
time. Avoid it " 

PAUL 

• H The graphics in Defcom are 
enough to make you look at the 
game, and maybe want to play it. 
Indeed, it is alright for the fyst few 
goes, but it becomes monotonous 
really quickly. Colour isn't used 
too welt, but the way in which the 
spaceships zoom in and out of the 
screen Is interesting. The overlaid 
scores and so on are okay, but 
they do tend to clutter the playing 
area. There is little involved m this 
game which -would hold the 
interest for more than about haK 
an hour. If monotonous, boring, 
unplayable, but pretty shoot em 
ups are your scene, then Defcom 
is for you. " 

MIKE 



COMMENTS 



f 



Control keys: Q up, A down. P 
right, O left, ENTER menu, SPACE 
fire 

Joystick; Kempston, Cursor 
Use of colour: limited to blue and 
black 

Graphics: brilliant sprite anima- 
tion 

Sound: great 1 28 tune, otherwise 
rather average sound and effects 
Skill levefs: one 
Screens: one 

General rating: Good graphics, 
but it's a shame about the game 
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Presentation 76% 

Graphics 68% 

Play ability 41% 

Addictive qual ities 44 % 

Value for money 41% 

ZzJzl 



COP-OUT 





Producer: Mikro-Gen 

Retail Price: £6,95 
Author: Raphael Cecco 

This game could clajm some 
unique fame as it made the 
TV headlines, Thames Tele- 
vision covered the National Com- 
puter Games Championship 
towards the end of T966 H and this 
happened to be t he game selected 
to test the cream of games' 
players who'd been put forward by 
various computer magazines and 
newspapers, 

Cop-Out is all about keeping the 
streets dear of lawless elements 
during prohibition in the roaring 
twenties, rt rs a thankless task. 
With a mere nine lives, our brave 
boy in blue has ten levels of life's 
sociaf outcasts and rougher ele- 
ments to dear with. 

Gangsters, molls, drunks . , . 
(here is seemingly no end to the 
seamier side of life, And they all 



— 



moves as well, but at twice the 
speed. The gunsight ran aiso 
move up and down. The brave 
bobby can let off a volley of six 
shots before he has to pause to 
re- load. His targets are birds, cars 
and planes wtiich drift abound the 
sky as well as the gangsters them- 
selves, Shooting the gangsters is 
a trFcky task, as they only break 
cover for a short time to fob some- 
thing at the cop. 

If aH this makes it sound like the 
odds are stacked against the law- 
man, he has one thing on his side. 
It he can shoot a bottle as rt hurtles 
through the air, he becomes tem- 
porarily unscratchable. While this 
Dutch courage lasts, he can hap- 
pily blast away at anything in sight, 
especially the biplane, which looks 
like it may have belonged to the 
Red Baron, and a jeep full of Ger- 
man officers (aren't they in the 
wrong movie?) Hitting these out- 
of-place items clocks up 1,000 
points a go. Another good wheeze 




FtattoatBhv+ts wildly al the hiptene hoping to evfteet another 
i r QOo point* 



In the warehouse, the vvp tries got to drop 
baddy'* head for a honum 



the birdie on a 



certain ly isn't dire. I couldn't 
play Cop-Out for long as it really 
isn't demanding enough to 
appeal to me - running left and 
right and shooting things 
through sights isn't an original 
idea, and nowadays it isn't much 
fun either Graphically Cop-Out 
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want one thing, to rub out da cop. 
The mobsters come armed with 
the old violin case jobs spitting out 
buliets. There is also a sprinkling 
of yobs, obviously not amused at 
the difficulty in getting a quick 
drink in the prohibition days, and 
ihey enjoy nothing better than 
chucking empty bottles at poor old 
fiatfoot. 

To combat this fusiiade, 00 r 
hero has his trusty six shooter. He 
runs backwards and forwards 
along the bottom of the screen, 
dodging the bullets and bottles. As 
he moves, his gunsight fit s a 
pretty advanced six shooter) J 



is to shoot a bird and get a gangs- 
ter dobbered by the poor feath- 
ered chump as he plummets to 
earth. Not a game that RSPB 
members are likely to relish. 

After a while play moves on to 
another level and life gets more 
diff icult for our hero. Like they say 
on TV, if s tough on the streets! 



CRITICISM 



r 



•'This isn't exactly what Pd oaf I 
a s ta te -of-the-a rt program but ft 



is faiffy rmpr&ssrve: the charac- 
ters move around welt and the 
backgrounds are nicely drawn. 
The sound is also fairly good and 
fheneisalwafytune on the title 
screen. Jf this was a budget title 
I would strongly recommend it 
Alas rt isn^ and nine Quid is far 
too high a price. " 

BEN 

• ' ! Cor this is a bit of a change from 
the usual mikro-gen stuff - but t 
can handle it. Graphically the 
game is spot on and contains 
toads of colour. Cop-Out is 
immediatety addtcttve but after a 



white t sussed out that the game 
contains tittle more than a sub 
stage of the budget game, Kane - 
although to be fair to Cop-Out, ft 
does contain a bit more thought 
about what you btast next. The 
backgrounds are welt drawn, but 
don t give much of a 3D impres- 
sion. Worth a took at, if you tike a 
good shoot 'em up, but much too 
expensive for us average mor- 



•' ' When I first saw th is at t he Mic- 
nofair r I thought "eughV. Having 
played it however, it dbesn't look 
that bad. All the graphics, though 
initially appearing poor, are 
interestingly animated, and. the 
game is surprisingly pteyabfe. An 
element of the 'one more go 1 feed- 
ing has survived, although I don't 
think that for one minute its price is 
deserved, ft sounds quite jolly, 
with a nice tune on the title screen, 
and good spot effects during the 
game. Ultimately, I can't recom- 
mend Cop-Out, because it's a bit 
too average in most respects.' 



COMMENTS 



Control keys: Q Up, A Down, O 
left, P right, 3 Pause, Mfire. 1-4 
Reset 

Joystick: Kempston, Cursor, 
Interface 2 

Use of colour: decorative 
Graphics: good detail and some 
animation 

Soundr good spot effects 
throughout 
Skill levels: one 
Screens 10 

General rating; A polished remii- 
Uon of an unoriginal game 



Presentation 
Graphics 
P fay ability 
Addictive qualities 
Value for money 
Overall 
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LINUS BURNS 



HEIGHT B FT Si 
HEIGHT 136 

strength wmmv 
speed mmmm^&m 




RICK YOUR 
STRIKE 3 



Picfcing a team to enter the HVPAflJtL arena - mn ugfy bunch 
aren't they* 




Producer: Talecomsoft 

Retail Price: £9.99 
Author: Odin 

T 1 his could be the ball game of 
the future. In Hypabat! two 
teams, the Hawks and the 
Vipers, compete against each 
other in a fast and exhilarating 
match. The idea is to pass a ball 
between the members of your 
ream, and then shoot it through a 
ho.e in a moving dome. TTiis dome 
slides up and down on a pote 
which runs down the middle of the 
pitch. The fact that rt is moving 
makes it all the harder for a shot to 
be positioned accurately. By using 
your team members correctly it 
should be possible to keep the ball 
away from the opposrtion and 
score as many goals as possible. 

There are three members in a 
team: a Grounder. Strike 1 and 
Strike 2. The Grounder walks 
along the bottom of the pilch, 
catching balls and throwing them 
up to the Strikers, who take shots 
at the goal. Each team member is 
equipped wrth a jet pack which is 
used to move around the pitch, for 
the game is played not on the 
ground, but vertically in the air. 

At the start of the game the 
player gets the opportunity to pick 
a team from the players whose 
portraits appear on the selection 
board. As the cursor highlights a 
portrait, that player's name, age, 



height, weight, strength, agility 
and speed is shown to give an idea 
of what their performance is likely 
to be. As the choices are made, 
the computer selects fts equiva- 
lent team member. Once a team of 
three has been chosen, a fanfare 
heralds the start of the game. 
There is a two-player option - if 
this is selected Player One con- 
trol the Hawks and player two 
controls the Vipers,. The selection 
process is the same, but Player 
Two rather than the computer gets 
to choose a team. 

A player can only hold the ball 
for two and a half seconds, before 
the ball is automatically passed to 
the opposition side's Grounder 
and the act ion starts al I over again . 
Players can t tackle someone who 
is in possession of the ball, but as 
the ball can only be held for such a 
limited amount of time, it may be 
possible for a player to intercept it 
as it is being passed. 

A clock on at the top of the 
screen counts down from 100, and 
the winning team is the one with 
the most goals when the time runs 
out. 



CRITICISM 



I 



• "What bat happened to oqm? 
What's happened to games Ilka 
Nodes and Robin? As future 
sports simulations go this isn't 



The Hawk* mild the Viper* bmfttm it out. with the ffipermtaking 
an eight-goal lead antf Q9 momenta remaining on the clock 



all that bad, but it doesn't appeal 
to me in the slightest. There is 
no way Pd pay out ten quid for 
this slow and unplayable game, 
Graphically this is not up to 
cow's usual standard - the 
characters are well animated 
and drawn but the playing area 
Is drab. The sound is perhaps 
the game's best feature; there is 
a great tune on the title screen 
and loads of effects during the 
g am e . I don p f recommend this. It 
could (and should) have been so 
much better." 



• "When f saw the n&me 'Bernte 
Duggs ' on the title screen ( was 
ejecting a* lother great game, but 
afas it was not to be, HypabaH is 
hardly a game of the future, more 




ft 
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tike an idea of the past. Theanima- 
tion is quite good and the sound ts 
above average r but the game con- 
tains very little to keep the player 
enthrafiedforfong. Hypaball is weft 
presented but the game itself is 
quite unpfayabte. I also found the 
graphics sometimes left bits of 
themselves all over the screen. 
There's a distinct tack of atmos- 
phere and addictiveness 
here ... " 

FUJI 

• "What a really tacky game this 
isf The graphics are very poor, and 
the characters move badly. The 
inlay left a lot to be desired, with 
virtually no instructions what- 
soever. Some of the characters f^jl 
to move quickly enough for it to be 
termed a reflex game, which is cer- 
tainly what it should be, The 
responses are too slow on the user 
controlled players, making the 
way in which the computer players 
score 95% of the time both frus- 
trating and aggravating- The 
advertisement is pretty, though. 1 



U MKE 



COMMENTS 



Control keys: definable - up, 
down, left, right, fire 
Joystick: Kempston, Cursor, 
Interface 2 

Use of colour: simple but effec- 
tive 

Graphics: small, but well detailed 
and cute 

Sound: jolly tune at the beginning 
with spot effects throughout 
Skill levels: one 
Screens: two 

General rating: A disappointing 
game which tarnishes odin 1 s repu- 
tation 



Presentation 69% 

Graphics 62% 

Placability 49% 

Addictive quaf ittes 52 % 

Val ue for money 42 % 

Overall 56 % 



LEGEND OF KAGE 

I— 



Producer: imagine 

Retail Price: £7.95 
Author; Gary Knight 

Parting is Such sweet sorrow! 
More like a nightmare in the 
case of poor Kage - the 
bravest, most dashing Ninja of 
them all, There he was anticipating 
a leisurely, amorous stroll in the 
woods with his foved one, the 
beautiful Princess Kiri, when sud- 
denly she's gone. The evil, fire- 
spouting Dragon King, racked with 
Fealousy, has whisked her away to 



have his evil way. Now it s up in 
the broken-hearted Kage to save 
his beloved from the nasty mons- 
ter. 

Legend of Kage is set in four 
locations, the first of whk:h is the 
forest where the kidnapping took 
place. Here among the lofty 
branches, Kage encounters the 
Dragon King's henchmen - the 
black Ninjas, These are disposed 
of either by flailing stick or shuri kan 
star, Kage has an infinite supply of 
the stars which can be thrown in 
three directions: diagonally up. 



If you tf* out Jji thm woad* tvd*y . . r Ktge geis mm* thmn f» 
bargained tor in Ms Btt+rrwon mirvlt 




Bmcks to thm wmtl mm Kagm confronts another MinfM 



straight ahead, or diagonally 
down. 

The Bfack Ninjas tight back with 
their own stars and being hit by 
one results in the loss of one of 
Kage's five lives, and a return to' 
the start of the screen in the 
forest, Kage can cHrnb the trunks 
of trees and also leap from tree to 
tree in his bid to defeat the nasty 
Ninjas, 

When ten of the black Ninjas are 
dead, the Dragon King himself 
puts in an appearance, spouting 
streams of tire wherever he goes. 
Deft lighting at this stage results in 
the evil one's hasty retreat to his 
castle. Kage's subsequent pursuit 
brings hjm to the second location 
-the Dragon King's Palace. 

Kage finds himself at the wall of 
this seemingly impregnable for- 
tress, surrounded by another 
group of hostile Ninjas. Once 
again ten Ninjas must be killed 
before Kage oan attempt to scale 
the walls and continue the rescue 
mission. Beware the Ninjas hidden 
in the moat! 

The third section involves scal- 
ing that walk This is painted with 
directional arrows, but is guarded 
all the way by more of the lord's 
minions. Successfully negotiating 
this stage leads Kage to the final 
section. 

As Legend of Kage reaches its 
climax, our hero fights his way 
through the enemy's lair to locate 
Ihe Kidnapped princess, whom the 
crafty fire-breather has stashed 
away in the uppermost turret of the 
. castle. Once he is past the guards , 
the Evil One himsetf puts in an 
appearance and Kage has to step 
back very smartly to avoid crema- 
tion. To finish - the fearless Ninja 
must dispose of the Dragon Lord, 
then release the pouting princess 
and live happily ever after. 
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CRITICISM 



• "I really enjoyed the 
version of this (mainly because I 
could play it for hours on one 
credit). Hearing that imagine 
were going to convert it for the 
Spectrum made me uneasy, as I 
thought ttiat It wouldn't convert 
well* The result is even worse 
than I thought It would be. Other 
than the greet title tune there is 
nothing at all appealing In 
Legend of Kage. The gameplay 
just isnt compulsive enough to 
keep me playing through the 
bad flickery graphics, f'd stay 
well away from this if I wee you - 
it's no fun to play.' 1 



• "It's bad enough for ocean to 
put out trashy games like Knight 
Rider and Mailstrom, but now they 
are starting to tarnish the image of 
the immune label which they have 
done $o much to build up, i found 
Legend of Kage ifery easy to get 
into - a bit too easy in fact - t 
finished the game after only a fetv 
goesf The character graphics are 
good r but they're tet down by the 
boring background which keeps 
repeating itself. Legend Of Kage 
would be a great budget game, but 
at the futl price it's appalling value 
for money. " 



• "This is so boring! My first few 
attempts were reasonably enter- 
training . but I expected improve- 
ment in the higher levels - this was 
not to be. After ten minutes, things 
started to get a bit monotonous, 
and after another ten it was 
nothing short of tedious, If you 
expect only half an hour"s playing 
for eight pounds, then I reckon 
Legend of Kage might keep you 
amused. If on the other hand, 
you're looking for more than a few 
day's enjoyment for your hard 
earned cash, then keep well clear. 
imagine - this has happened 
before!" 




Contra* keys: W up p S down, N 
left, M right, Q fire, SPACE pause 
Joystick: Kempslon, Interface 2 
Use of colour good, although 
there's a lot of colour clash 
Graphics: jerky animation, small 
sprites 

Sound: good title tune, but bland 
effects 

Skill levels: one 
Screens; four 

General rating: A big disappoint- 
ment for fans of the arcade 
machine 



Presentation 81 % 

Graphics 63% 

Payability 57% 

Addictive qualities 51 % 

Value for money 46 % 

[Overall 50% 
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and three modes of play. The prac- 
tice session allows goalie-control 
to be perfected before the real 
hard work begins In the basic 
game, which may be played 
against the computer or another 
human, each side gets four shots 
at goal, and your opponent's 
shooting prowess is related to the 
skill level he has attained. Your ski 1 1 
level is allocated by the computer 
according to a code, and entering 
the skill-building mode allows the 
skill code to be upgraded - If 



Producer: Grand Slam 

Retail Price: £6,95 
Author; Icon Design 

During the World Cup finals, 
Diego Maradona allegedly 
used his hands when scor- 
ing a goal in a crucial match 
against England ian incident which 
resulted in England being knocked 
out of the Cup). too* design have 
written a slightly tongue-in-cheek 
program based on this memorable 
incident, 

Peter Shitton's Handball 
Maradona puts the player in goal 
for a change. Playing for a team of 
your choice you must stop the 
opposition from scoring. The 
screen shows naif of a football 
pitch looking towards the home 
team's goal. The opposing team 
position themselves and shoot 
from random angles. Using the 
joystick or keyboard, the player 
move the goalie so he saves the 
shot. If a shot is stopped from 
going into the net the scoreboard 
(to one side of the goal mouth) dis- 
plays 'Save", otherwise it 
announces 'Goal 1 . 

The goaikeeper has a variety of 
moves he can make in order to 
save shots. These include the 
standard left, right, up and town, 
as well as some more complicated 
manoeuvres, such as diving 
upwards, up left, up right, centre 
left; centre right, down right and 
down left. By using these moves 
*u their full potential A is theoreti- 
cally possible to save anything the 
opposition cares to kick at you. 
The game provides 16 skill level 



Looks like if a going to ho a tricky shot to saw. But the expertise 
®f Mr Shifter* win the day -proving there arm no handballs. 
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The goalie, Pmtmr&hllto 
{ in e onslaught 0/ four 0 


ft, i* looking * bit perturbed a* he fan 
Iherptapers 





you're good enough. Four shots 
have to be saved Before moving 
up a skill level, whereupon a new 
code is provided. 



CRITICISM 



f 



• 11 Goafkeeping simulations 
don't really rate that highly in my 
list of ideal computer games; 
there have been a few and none 
of them have made the grade. 
This continue that trend. The 
gameplay in Handball Maradona 
Is non-existent. Graphically 
there isn't anything here which 
is remotely interesting - a horrid 
green pitch and some 'orrible 
white characters doing some 
kind of Irish jig (not a dig at 
Ciaran - honest). The sound Is a 
complete cop out* with about 
three effects and no tune. I 
wouldn't buy this* I'd rather 
spend the nwney seeing 
Hereford United thrashing Lud- 
low Ran gers ! H 



• " This game must have one of 
the tackiest titles ever After ail the 
game has nothing at all to do with 
the World Cup 36 - in fact the 
game has tittle to do with anything, 
hast of all football! Peter Shilton r s 




Handball Maradona is good if you 
like tots of flashy presentation and 
options, but there's no game to 
speak about The graphics give a 
poor impression of perspective, so 
it is hard to judge when to attempt 
your save. As far as content goes, 
the game is little more than a repet- 
ition of the same old moves, over 
and over again. Graphics are the 
baste monochromatic type and 
the screen display is very sparse, 
containing just two ad boards. 
This is nothing like real goalkeep- 
ing r so it doesn't realty achieve 
anything. " 



• 1 ' To be honest there is not much 
to this game. Alright, there's a 
practice mode, and the, skill 
development facility, but it's stll! 
the same boring game. Running 
around after a football never 
appealed to me at school, and I 
don't like watching football - 
except for World Cup games. 
Peter Shitton's Handbait 
Maradona is very bori*>g, hdding 
interest for no more than a few 
minutes. The graphics are passa- 
ble, but the men don't seem to fol- 
low any set patterns. It just doesn't 
appeal to me and at isn't a game I 
mvquio r^commeno. 



COMMENTS 



Control keys: definable - up. 
down, left, right, dive 
Joystick: Kempston, Cursor, 
Interface 2 

Use of colour: unimaginative 
Graphics; small and undetailed 
Sound: a few spot effects: no 
tunes 

Skill levels: 16 

Screens: a few variations on the 
goalmouth 

General rating; Part of what could 
be a good football game - as it is, 
there's not enough there 



Presentation 
Graphics 
Play ability 
Addictive qualities 
Value for money 

I— 9118 



75% 
54% 
42% 
40% 
43% 
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REPEL THE DOPPELGANGER WORLD OF ANTI-MATTER 



IN THIS NEW BLOCK 



!TTT? 



R FROM DENTON DESIGNS 




1 1 t*y m & ? I 

mi l . -i L n 



wo worlds - the mirror image of each 
other, touch in space through a 
Time- Warp. 

ne is positive, good familiar - our World; 
the other is negative, evil yet unnervingly 
familiar 

heir interface - a time window through 
which objects and beings can pass; 
contact has resulted In the beginning of 
exchange 

estore our World - stop the invasion, but 
do it now for as the exchange acceler- 
ates, the time window grows larger - 
domination is a hand! " 




STARTLING ACTION INNOVATIVE GAME PLAY • STATE Of THE ART GRAPHICS 



SPECTRUM 

£735 

COMMODORE 64 

£8.95 




6 Central Street* Manchester M2 5l\K* Tel : 06 1 834 3939-Tele* : 669977 



SUPER SOCCER 



Producer: Imagine 

Retail Price: £7.95 
Author: D J Andersen 

■ ere s another way to play 
••football wilhgut getisng 
■ ■ covered in mud and sweat. 
In fact you don 't even have to leave 
the comfort of your armchair to 
enjoy a spot of soccer. 

At the start the player has to 
select from a number of options 
presented in menu form. These 
comprise the numbers of players 
controlled In any one game, the 
skill level, the game mode (match 
or tournament) the duration of a 
match, team colours and team 
names. By pressing the approp- 
riate key r these options can be 
selected and displayed on the 
screen. 

Up to eight pJayecs can be con- 
trolled at once. There are three ski 1 1 
levels starting at quite simple and 
progressing to rather tricky. The 
number of people playing soccer 
partly determines the mode of the 
match - you can play a tourna- 
ment or just have a single game. 
There is even a practice option so 
the player can perfect control of 
the team. Games can range from 
just ten minutes duration right up 
to half an hour. 

The screen's starts off green, 
but if you find this a little rough on 
the eyes then the pitch colour can 
be changed at will, as can the col- 
our of team strips to make sure the 
players show up property on the 
screen in your new coloursc heme. 

The main screen shows the 
pitch which scrolls left and right 
with the act ran. At the top of the 



screen the speed, energy and 
force factors of the player you're 
currently controiling are shown. 
The player nearest the ball is the 
one you control and this is indi- 
cated by a halo appearing above 
his head. When free kicks or cor- 
ners are to be taken the screen 
flips to an aerial view of the pitch 
and the players can be moved 



CRITICISM 



• " Ho hum St looks like immune 
haw tried to better Match Day - 
and in theory this is superior, but 
unfortunately in practice the 
game is alow and unresponsive. 
Controlling your player uses a 
set of joystick wagg r es or key 
presses that would be better 
suited to a fighting simulator,, 
and the game kept me foxed for 




Mill 

I Ml I 1 

fcfc t 



■ 



Tftm rt^* awarded m tmc kick 



about using a cursor. 

The footballers on screen are 
capable of performing a wide 
range of complicated manoeuvres 
accessed from keyboard or Joys- 
tick, and effort spent mastering the 
controls will pay dividends once 
serious ptay begins. Like all seri- 
ous footballers, you have to be in 
training? 



Thim iw where the action Look* tike mother goat la qh the 
way and Everttm arm alrmatiy thrashing Manchester United 



some time, Graphically Super 
Soccer is disappointing. The 
character* are nicely animated 
but there is » much colour 
clash that the effect is spoiled. 
The sound is on the whole quite 
good, with a lovely tune on the 
title screen, but the effects dur- 
ing the game are a bit lame, s \ 




• "I'm reafly disappointed with 
this. The ideas that are set out in 
the inlay footed me into thinking it 

SPEED m 
EfJEFO' 
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was going to be Match Day but 
with more moves. Unfortunately 
the author seems to have spent 
too much time concentrating on 
incorporating loads and loads of 
moves and features, but sadly he 
forgot a computer game also 
needs payability. If found it quite 
unplayable, f also found loads of 
bugs which wreck play com- 
pletely. For instance when you get 
footed, if you choose the fouled 
player to take the kick (a reasona- 
ble request, I thought), everything 
locks up completely as the player 
will not get up off the floor when 
toktto. To my mind, this is too slow 
to be any fun to play. Not really 
Super Soccer, more ffke Nearly 
Good Soccer. " 



9 " Why has somebody ^prog- 
rammed Match Day, taken out the 
good bits r and replaced them with 
bits that don't work properly, and 
then calied it Super Soccer? The 
graphics are dated, and the way 
the game is obviously supposed 
to fit together hasn't worked. The 
speed, energy and force bars con- 
tribute httte, and the sound te fairly 
poor - there's nothing more than 
whistles during the game, A good 
long time on. and I don't think there 
are any notable improvements. 
Give me Match Day, any day. At 
least that was play abJe. " 




Control keys: definable - up. 
down, left, right, kick 
Joystick: Kempston, Cursor. 
Interface 2 

Use of colour a little clash, but 
colour of pitch, strips and border 
definable 

Graphics; poorly animated 

characters - tends to get messy 

Sound: odd little tune and plenty 

of effects 

Skill level*: three 

Screens: scrolling pitch and place 

kick display 

General rating; Potentially a good 
football simulator, but falls down 
owing to too many inconsistencies 



Presentation 


76% 


Graphics 


64% 


Payability 


55% 


Addictive Qualities 


58% 


Value for money 


54% 


Overall 


56%: 



KON AMI'S GOLF 

= . — m __ 



Producer: Imagine 

Retail Price; £7,95 
Author: Choice 

The sun has got his hat on, 
the birds are merrily flying 
around doing birdie type 
things and there's nothing like the 
taste of fresh air - so what is there 
left to do? Yes. that's right, ring 
your mates up 'cause the the 
scene is perfect for a (ovely lei- 
surely round of golf. 

Konami's Gaff, as the name 
suggests, is a golf simulation that 
can be played by one or two 
players, either in a stroke or 
matchplay game. The stroke game 
>s probably preferable for new- 
comers, as the scoring system is 
ba serf on the total nu mber of sh ots 
taken to complete the nine-hole 
course, instead of the traditional 
par system of scoring, In the 
matchplay format each hole is 
contested separately, and the win- 
ner is the first player to win five 
holes. 

The playing screen is spirt into 
three separate sections, the 
largest of which Is used to give the 
golfers view of the hole to be 
played. At the bottom right a birtis- 
eye-view of the entire course is 
provided which also shows the 
flight of the bail after it has been 
struck. Above that, an information 
window gives an indication of the 
wind speed and direction, which 
hole you are attempting and its 
par. and the number of strokes 
already played. 

First things first: you must 
choose the appropriate club for 
the length of the stroke you intend 
to play. A guide to the different 
uses for the clubs available is 
given in the infay - choose from a 
selection of 13. Once a club is 
ftrmfy in your gnp r you must then 
decide whether to hook, slice or 
simply thwack the bail straight 
down the middle. Hook makes it 



swing to the left and Slice to the 
right. Once all that has been sorted 
out \V$ time to decide the power of 
the shot. 

A horizontal bar at the base of 
the screen contracts and expands. 
The strength of shot is proper- 



criticism 



„ it Another golf simula- 
tion; I can't stand It Nobody In 
tfieir right mind should want to 
produce Go lf as an arcade game 
- *Ts like doing a fishing game 
{Okay - 1 know one's been done, 
that was boring too), or going to 





Ttving oft at Mat* Two - m par four, 3C0 yard tester 



tional to the length of the bar when 
the fire button is pressed. Relax 
and watch the flight of the ball rn 
the overhead window , , . until it's 
trrne to start the process all over 
again. 



Eleven aver par alreadyr* can Cam pojj/b/y dr&p it this f/m#P 




the library to see if they've got 
the latest Mills 'n 1 Boon - totally 
pointless, Imagine^ version of 
Konami s Golf is the most appe- 
aling golf game around on the 
Spectrum at the moment, but it 
still isn't worth more than throe 
quid - and even at that price I 
wouldn't like it Graphically It 
has to be said that this is quite 
good - a Irttte green perhaps, but 
generally fairly well dona." 



• "TWo golf games in one issue, 
at least one of them must be good 
- but alas no, Konami's Golf is cer- 
tainty one of the most playable golf 
simulations around, ft's very easy 
to gef into. The graphics are well 
drawn, but in some places seem 
out of perspective. Sound is a bit 
scarce, but it doesn't /rotter in a 
game of this type. Konami s Golf 
contains stacks of little features 
that enhance it and make ft much 
more than a 'hit and hope 1 prog- 
ram. One of the best golf simula- 
tions on the Spectrum. n 



• "Well, it's not all that bad. At 
first I was going to be reaJly cruel 
to it; but. after a bit of persever- 
it turned out to be almost 



enjoyable. The two-player mode is 
much more interesting, but bore- 
dom still sets tn after a short while. 
The graphics arent particularly 
good, and the whole thing seems 
to lack that certain something 
which would make it into a really 
fun game. If it was a cheapie, then 
maybe tt'd be passable, but It's 
not, so it s not. Not incredibly 
amazing, but there ya go." 



COMMENTS 



f 



Control keys: 0 up, A down. O 
teft, Fright. SPACE fire 
Joystick: Kempston, Interface 2 
Use of colour; black players on 
green field 

Graphics: not very detailed - 
functional rather than decorative 
Sound: a little tune at the start 
Skill levels: one 
Screens; one 

uenerai rating: incorporates 
most of the features of the sport 



Graphics 
Payability 
Addictive qualities 
Value for 



79% 
71% 
59% 
52% 
58% 
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HIGHLANDER 





Producer: Ocean 

Retail Price: £7.95 
Author: Roy Gibson/ 



■ ighiander i$ baaed on one of 
Htasl year's more unusual 
■ ■films. Immortals It seems 
arenl just the stuff of rumour or 
legend - they actually exist and 
roam through time in an endless 
battle with one another. Ultimately 
J there can be only one"* 

Highlander the game based 
on just one element of the film - 
the sword fighting sequences , 
During these, the hero, McLeod, 
has to confront and kill three other 
immortals. The only possible 
method of executing an Eternal is 
to behead him, and this is 
McLeod "s aim when he faces 
opponents. The immortal who 
finally triumphs becomes the hol- 
der of the knowledge", and con- 
sequently the saviour or destroyer 
of the world. 

The game can be played in two 
ways: you can be McLeod who 
must fight against a series of 
increasingly competent com- 
petitors. Alternatively two players 
cm fight each other in a head-to- 
head , one playing McLeod and the 
other taking on the character of 
one of his adversaries. 

Each of the three levels is toaded 
separately and has a different set- 
ting and a different immortal for 
McLeod to try to decapitate. The 
first section features Ramirez, the 
least skilled of the immortals. Fizir 
is the second opponent — an 



_ 

ancient and skilled contender who 
is malicious and uncompromising 
in his fighting. If his head is 
removed then it s on to the final 
level which is set on rooftop in New 
York where McLeod faces the 
most deadly of all the immortals - 
the dreaded Kurgan. Kurgan is the 
most proficient swordsman of the 
everlasting fraternity, and killing 
him confers the 'knowledge* onto 
McLeod and the World Is safe 
again. Failure however has disas- 
trous consequences . r . 

McLeod has fourteen different 
sword fighting moves at his dis- 
posal, accessed in traditional beat 
"em up style. McLeod can move 
right or left across the screen and 
can attack or retreat, crouch down 
or leap into an attack position 
ready for the kill. Most of the 
fighting takes place with McLeod 
in a standing position. In this posi- 
tion McLeod has two defensive 
moves to protect his neck and 
body along with st* attacking pos- 
itions. In the kneeling position 
there are three attack modes 
allowing McLeod to defend his 
neck, head and feet. 

Energy bars at the bottom of the 
screen indicate the status of the 
two combatants - fighting and 
taking hits costs energy while rest- 
ing restores it slowly. 



CRITICISM 



P 



• "Highlander is yetanother trite 
beat f mm up. TWs time your 



The final acen* 9 wMiMcLevd dwc*pitmtm Kurgan mdmmrn 'the 
now/edge"? 




Fhtir 9*£s the better at you as you battle it PUf in Hi* * 
ground car-park 



weapon is a sword so you can 
hack oft the head of your oppo- 
nent- The tie-i n with the film (the 
head-hacking sword) is » 
vague that it may as well not 
exist The game itself Isn't really 
state-of-the-art It is very easy 
to get borftd with hack r n slash- 
ing, simply because there isn't 
enough variation. Graphically I 
am disappointed; the charac- 
ters are colourless, chunky and 
badly animated and the 
backgrounds are unvaried. The 
sound is less than good - there 
are no tunes and very few 
effects. Highlander is not a good 
game/ 1 



• "Highlander was one of my 
favourite films of the summer, so 
when ocean grabbed the rights to 
the computer version t was sure 
tha t they could make a great com- 
I puier game out of it. To make the 




game like the film ocean should 
have gone towards an adventure/ 
arcade scenario. As it is, f find it 
totally bonng and quite unplay- 
able. The graphics are very simple 
expanded sprites and the 
backgrounds contain a bit of col- 
our. Tftey don't took very impres- 
sive. Pity it's not as good as the 



• ' What FAT graphics] Hot some- 
thing we see that often on the 
Spectrum I That was the first thing 
that struck me, and the second 
thing was the fact that I found it 
very difficult to win a battle. No 
doubt ni get better if I practise, but 
frankly, I can't be bothered, High- 
lander is more than a tiny bit bor- 
ing; despite the fact that there is a 
reasonable variety of moves, not 
all of them seem to work properly. 
I can't understand why McLeod 
turns into a blot), liquidises, and 
throws his mofWn form at Ram irez, 
Highlander isn't one of the best 
games around. It doesn't appeal 
tome. 1 

NUKE 

ff 



COMMENTS 



Control keys: Player One - W up. 
D right, X down, A left, S fire; Player 
Two -Uup.M down. K rkjht , H left, 
J fire 

Joystick; Kemps ton, Cursor, 
Interface 2 

Use of colour; bleak; mainly black 
and white with a coloured border 
Graphics: extended pixel 
graphics which look blacky and 
awkward 

Sound: spot effects (but not many) 
Skill levels: three 
Screens: one main screen on 
each level 

General rating: A disappointing 
game that bears little relevance to 
the film 



Presentation 75% 

Graphics 62% 

Playabilrty 53% 

Addictive qualities 54% 

Value for money 53% 
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IMPOSSABALL 



Producer: Hewson 

Retail Price: C&95 
Author: John Phillips 



Bi 



all games were vary popular 
during 1986. Hewson kick off 
the New Year with a game of 
this type, written by a newcomer 
to the Spectrum programming 
scene. This latest spherical 
scenario impossaball, features a 
ball travelling through a 3D scrol- 
ling environment. 

This particular bouncing ball has 
to be negotiated down eight cor- 
ridors, which become progres- 
sive^ more cluttered with obsta- 
cles. Cylinders protrude from the 
fkxx and ceiling and must be 
knocked level with the surface by 
bouncing onto (hem. The game is 
played against the clock, and the 
status area keeps track of the 
number of cylinders remaining, the 
amount of time left to complete the 
current level and the score so far, 
Left to its own devices, the ball 
bounces up and down on the spot 
-pressing fire increases the height 
of the bounce up through the four 
levels available, while releasing fire 
allows the bouncing to subside. A 
shadow under the ball helps you 
judge its position in the corridor 
andthe height of the bounce when 
manoeuvring. Bouncing the hall 
into stationary objects causes it to 
rebound — unless you choose a 
deadly artefact, in which case one 



of the four I i ves a vai lable is lost and 
the ball returns to the start of the 
current corridor. After an untimely 
death, cylinders that have been 
dealt with donl have to be tackled 
again - play resumes with the 
objects in the corridor remaining 
as t hey were when your bait burst. 
Life as a cylinder-bashing ball is 
complicated by deadly spikes and 
murderous plasma fields. Spikes 
tend to live on the top of poles - 
bouncing into a pole has no harm- 
ful side-effects, but the spiky orbs 
themselves are definitely danger- 
ous, Plasma fields can be statio- 
nary or may move around, follow- 
ing preset patrol patterns. Rre 
bolts appear after the first level, 
leaping into the air at regular inter- 
vals from either the ceiling or the 
floor. 

On the plus side, magic rings 
appear on the floor and ceiling. 
Bouncing into one while it is flash- 
ing earns some extra time on the 
current corridor, but once the 
magic power has been extracted 
the ring joins the spikes and 
plasma, becoming deadly to the 
touch. 

Points are scored for cylinders 
that have been destroyed and for 
travelling down the length of a cor- 
ridor: an extra life is awarded for 
every 5,000 points collected. 
When all the cylinders on a level 
have been destroyed it is possible 
to cross the finish line - you then 
automatically flip up to the next 
level where the going gets even 



Nine cylinders remain to be de&ti with on th r lint level, » tit* 
spherical hero despatches another spike -guarded protuber- 
ance* Coutd this gj*me ha vc bvcn partly inspired by the Sp Iky* 
haired Ones on ZZAPt . . . 




Disaster strikes on fevel two: Pop goes the ball as H makes 
contact with the spiky guardians that surround an encamp* 
ment of cylinders 



tougher. It looks like 1 987 is going 
to be a busy year for spherical 
heroes . . . 



CRITICISM 



f 



"Oh not 1 I hear you cry 'Nat 
another bouncy ball game' 
Don't fret - this is different It 
realty does appeal to me - there 
isn't a scenario, but who cares? 
This Is compelling enough with- 
out any plot Graphically Impos- 
saball Is very original. The play- 
ing area is superbly drawn, the 
scrolling Is excellent and there 
is no colour clash. The sound is 
also vety good, with a multitude 
of effects - and the tune on the 
title screen Is worth listening to 
(which is more than can be said 
for most title tunes). Another 
ace from hewson. " 

tm 

0" Hewson have always come up 
with original and good games (with 




cvLiraers 
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the exception of City Slicker/ - 
Impossaball is the icing on the 
cake. Graphically, t would say that 
this is one of their most inviting 
products. The colour is cleverfy 
used and avoids attribute prob- 
lems. Unfortunately the sound is 
limited, but it serves its purpose. 
Impo&aaball is very easy to get 
into, and extremely playable. As 
with most hewson games, it is very 
addictive and good fun to play. 
Hewson have done it again, You'lf 
be playing this one For months. " 

PAUL 

I must confess that this one 
didn't really grab me, but the 
smooth, interesting graphics con- 
vinced me that it was worth play- 
ing a little bit. Indeed it was! 
Despite the slight boredom of the 
first few games, fmpossabaii 
really kept me at it for a long while, 
There is more to this than simple 
arcade reactions (though these 
are a major part of the gameplay), 
a bit of brain-power is also called 
for. The combination of these two 
elements makes the game highly 
addictive and well worth getting. 
Recommend*-:! ' 



COMMENTS 



Control keys: Left/Right-handed 
options - Q/O left, W/P right, P/O 
'into' screen, US out of screen, 
X/Mfire 

Joystick; Kempston. Cursor, 
Interface 2 

Use of colour effective 
Graphics; smooth scrolling and 
animation; neat inertia effect after 
collisions 

Sound: good title tune and tidy 
effects 

Skill levels; one 
Screens: eight scrolling levels 
General rating; An original, addic- 
tive game that is more than Just 
another bouncy -ball program 



Presentation 


89% 


Graphics 


90% 


Payability 


90% 


Addictive qualities 


89% 


Value for money 


88% 


Overall 


80% 




AGENT X 



made the figure takes another step 
towards the grave, but Agent X 
gains a I itt le bit of I ife force when a 
new stage of the game begins. A 
vertical bar on the right-hand side 
of the screen indicates how close 
our hem is to completing the cur- 
rant section. 

Agent X starts out at the wheel 
of a car which travels along a 
diagonally scrolling roadway. This 
vehicle is under continual attack 
from other road users who try and 
nudge it into the kerb or trap it 
behind obstacles. Being a Secret 
Agent's car, it is capable of leaping 
into the air to avoid crashes. At the 
end of the road the car stops out- 
side a mine . . . 




LIVES 




mm 



little figure gets a bit closer to that 
tombstone. 

Level Three finds Agent X inside 
the professor's lair. From the sec- 
urity of a fortified compound, the 
mad scientist hurts missiles at our 
hero. Objects are propelled 
towards the agent from eight 
doors at the back of the screen 
which open at random to disgorge 
a projectile. A cross-hair sight is 
moved around the screen to target 
Agent X's gun, and the professor's 
projectiles have to be shot out of 





Producer: Mastertronic 

Ftetaif Price: £1 ,99 
Author: Steven Tatlock 

A mad professor has run off 
with the President of the 
United States, planning to 
brainwash him and Mart World 
War Three. Agent X, being the best 
available, has been selected by 
the World Powers to make a 
rescue attempt. 

The four stages to the mission 
are loaded separately from the B 
side of the cassette. A window 
below the main playing area 
shows the trenchcoated figure of 
Agent X on a path that leads to a 
tombstone. Each time a mistake is 



In the mine, Agent X is seen for 
the first time In ail his glory, com- 
plete with trench coat, drooping 
fag and pork pie hat. He's on foot 
arid makes his way along a hori- 
zontally scrolling tunnel, jumping 
over runaway trolleys that trundle 
along the floor. The professor's 
evil minions approach from the left 
and right and must be kicked or 
punched out of the way - if they 
get their blow in first, Agent X is 
I sent flying off the screen and the 



the air. When the bad boffin's 
stock of missiles is exhausted, you 
get a shot at the evil kidnapper 
before mc ving on to the final level, 
To conclude the mission Agent 
X has to fly a heFicopter through a 
cave system avoiding missiles and 
cmshef bars that move, pi-ncer- 
like, from floor and ceiling. The 
cave opens onto the sea, where 
the professor has constructed a 
series of platforms from which his 
henchmen launch themselves 



using jetpacks- They do their best 
to blow our hero from the sky. At 
the end of the scrolling sea there is 
a platform which contains a bomb. 
Agent X must collect the bomb, fly 
back through the cave network, 
deposit the device on the roof of 
the" professor's HO> and then fty 
back out to sea to avoid the blast. 



CRITICISM 



• " Perhaps this Isn't one of the 
most original budget games 
ever, but fit Is certainly one of the 
best I'm impressed with this: it 
has everything a game should 
have - my only moans are that it 
may be a hit easy to complete 
and that the multi-load is a real 
pain. The graphics are a bit of a 
mixed bag really: the first few 
sections ate excellent, but after 
these the graphics start to get a 
bit rffy- The sound Is the best fea- 
ture. The title music is wrthout 
doubt amongst the best 48K 
music around. The effects not 
bad either. For two quid you 
wont regret buying this at al» * 

KEN 

• ** ft seems fo me that master 
jbohhc have now established 
themselves as one of the fqp 
software houses in the countty. 
They continually come out with 
welt polished products at an 
affordable price. Agent X Is 
another bit of fun software: its pre- 
sentation is great end the game Is 
playable and addictive. The 
graphics are some of the best 
budget type around and contain a 
good mixture of colour. Agent X is 
not initially addictive, but after a 
white / found myself rewinding the 
tape without complaining at the 



mufti-load. Even if if is fairly easy to 
get past the first two levels, the 
game is fun to play and is great 
value for money. Weii worth buy- 
ing, if only because it's a bit ditto' 
rent from the norm. " 



m * Wow! For E1 ,99, this has got 
so much content, The graphics ere 
all fairly neat, but I dislike the need 
to continually restart and reload. I 
suppose it's unavoidable, but It is 
a tittle bit more frustrating to die on 
a multi-load game than on a nor- 
mal or*. For the money. Again* X is 
a crucial purchase, because with- 
out it you miss ell the fun! Loads of 
content. \r\ some very different 
games, all of them very well done. 
Worth every penny. " 



COMMENTS 



Control keys: Q up, A down, O 
left, P right, M fire 
Joystick Kempston. Cursor; 
Interface 2 

Use Of colour: a bit restraint 
Graphics: good detail and anima- 
tion 

Sound: amazing music at the 

start okay effects 

Skill levels: one 

Screens: three scrolling play 

areas and the shoot out screen 

General rating; A great piece of 

budget software 



Presentation 


92% 


Graphics 


82% 


Payability 


83% 


Addictive qualities 


B1% 


Value for money 


94% 


Overall 


85% 
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DOUBLE TAKE 



Producer: Ocean 

Retail Price: £7,95 
Author: Denton Designs 

Our normal, stable universe 
has a parallel - a universe 
that is under the control of 
a distinctly evil being by the name 
of Sum ink, Sumink has been wait- 
i ng for the opportunity to cross the 
dimensional divide that separates, 
the two universes so he can begin 
a new program of conquest . . . 

Then, one day, a student work- 
ing kn an advanced physics 
research laboratory unwittingly 
provides Sumink with his chance. 
An ex ped ment damages the enti re 
space/time continuum, throwing 
the two parallel universes into an 
unstable state and creating gate- 
ways that allow objects and 
people to pass from one universe 
to the other. 



dent has to travel through the eye- 
lofron itself - which contains 
energy-sapping atomic particles. 
The status pane! includes a read- 
out that monitors your energy 
level: there's only one life in the 
game and energy must be con- 
served as it can *t be boosted. 

Periodically, the main display 
dissolves and reforms as the two 
universes interchange. A pointer 
indicates which universe is cur- 
rently occupied - a plus sign rep- 
resents our universe and a minus 
sign Sumfnk's. This pointer slides 
along a scale when a shift between 
universes is imminent Ail the loca- 
tions in one universe are contained 
in the other, but as the universes 
are mirror images of each other, 
moving left in one universe is equi- 
valent to moving right in the other, 
and vice verse, 

Sfxteen electrons - one for each 




in the kitchen m our own unfvvrw— a fiendish mmvtmris Just 
materialising above the right-hand vortex 



The lab in which the fateful 
experiment was conducted con- 
tains sixteen rooms and a giant, 
tunnel-like particle accelerator. 
Suddenly it has become linked to 
the equivalent laboratory in 
Sumink's universe, Objects from 
locations in our universe have 
become unstable and changed 
places with their counterparts in 
the 'anti-universe 1 . The first step in 
restoring order involves stabilising 
these objects and returning them 
to their rightful locations. 

You control the student whose 
experiment caused all the prob- 
lems - he is represented by a flying 
lab coat and is equipped wrth a 
gun. Just as wall, as a horde of 
energy-sapping monsters have 
been created and tfiey lurk in every 
location, regenerating themselves 
endlessly until stability is restored. 

Rooms in a universe are linked 
by whirling vortexes - the screen 
flfps to the next location when the 
coat is moved down into a vortex 
while fire is pressed. To gain 
access to some rooms, the stu- 
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of the sixteen pairs of locations - 
move up and down in a window In 
the status area. Restoring order by 
returning all the objects that travel- 
led between the universes to their 
correct places causes the dandng 
electrons to move in harmony and 
produce a sine wave on this read- 
out, 

When the student enters a room 
a pair of lights under the electron 
display show red if the room is 
unstable and green if it is stable, 
One item can be carried at a time, 
and picki ng up an object causes it 
to appear in a window on the 
status area. The indicator lights 
then remain red until the student 
takes the obfect to the room in 
which it belongs. It the lights turn 
red again when the object is drop- 
ped, it has been placed incorrectly 
and must be gathered up and 
repositioned. 

The colour of the object held 
changes to indicate Its stability, 
moving through the spectrum 
from magenta to flashing white. 
Stability can be increased gradu- 



ally by shooting monsters qt 
Instantly by touching the sparkling 
cloud that wanders through each 
universe - these clouds also act 
as portals between the two worlds. 
A stable object is retained when 
the universes interchange , but the 
moment it is dropped it becomes 
unstable again unless it is placed 



and thankfully the collision detec- 
tion is accurate, Unfortunately, t 
found th e game lacked the sparkle 
that could keep me addicted to ft 
for long. I can we that Double Take 
will appeal to the graphicalfy- 
minded among you, buff found the 
actual game boring to play. 





A dank and dreary le^twn m Sumink's universe 



In its proper position. It s no usa 
just picking up an object and waft- 
ing for the universes to change - if 
the flip happens while an unstable 
object is held it is automatically 
swapped for its counterpart. 

Restoring stability is only the 
first part of the game. Once every- 
thing is ship-shape it's time to deal 
with the threat posed by Sumink 
himself. Entering the negative uni- 
verse you must do battle with the 
evil warlord . . . 



CRITICISM 



• u I was impressed when I first 
saw this - it ts based on a really 
good idea. However, after quite 
a lot of play I realised that Doub le 
Take didn't really grab me in the 
right places. The gameplay isn't 
really compulsive, so you can 
find yourself getting very bored 
after a short time. On screen 
everything is excellently done. 
All <rf the characters are per- 
fectly animated (especially your 
jacket), and the backdrops are 
colourful and vety detailed, The 
sound is also good, but not out- 
standing. This game isn't quite 
my cup of tea - I found It got 
monotonous. " 



• "Denton designs seem to hem 
got their act together again end up 
come up with a really good pro- 
duct . . . I thinkl The graphics are 
well above average - colourful and 
detailed. The sound is good but 
only plays once on the title screen, 
which you never see again after 
you've chosen your options. The 
animation is very smooth and fast. 



• "ft certainly looks as though 
denton designs have got things 
together again! The graphics on 
Double Take are excellent, with 
loads of colour used {and most of 
the dashes are fairly discreet!), 
The instructions and gameplay are 
quite complicated, but if you take 
time to digest everything the game 
underneath rs both playable and 
addictive. The place where Double 
Take rnost surprised me was in the 
effects. Congratulations to 
dehton's for Jthe spinning vor- 
texes, the screen changing, and 
the e verso neat animation. " 



COMMENTS 



Control keys: redefin able - up. 
down, left, right, fire; SPACE to 
pause 

Joystick: Kempston, Cursor, 
Interface 2 

Use of colour: attractive, and 
carefully done 

Graphics: impressive: the usual 
dentons flair 

Sound : cute tune at the begi n n i ng 
with spot effects throughout 
Skitl levels: one 
Screens: around sixty 
General rating: A very classy and 
original game that looks good but 
could get a bit monotonous after a 
while 



Presentation 


63% 


Graphics 


90% 


Payability 


71% 


Addictive qualities 


69% 


Value for money 


72%, 


Overall 


74% 
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COMPUTER REPAIRS 

AND 
SPARES RY THE 

SPECIALIST 



SPECTRDH REPAIRS 
COMMODORE REPAIRS 

POWER SUPPLY 



£20.00 
£3100 
£25410 



Also many other spares — prices on request 
All prices era inclusive of VAT 
While-You-Wait Service 
Call in or send your computer to;* 

THOMAS WALKEH a SON LIMITED 
-i^R^W 37 41 Bissell Street 
IHalkers Birmingham B5 7HR 

TELEPHONE: 02] 622 4475 
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HARVEY HEADB ANGER 



Producer: Firebird 

Retail Price: El, 99 
Author: Conversion by 
Probe Software 

Marvey and his drinking part- 
ner Hamish Highball like 
nothing better than to slope 
off early from work to catch the 
Happy Hour in their local bar. After 
a few beers they start to become 
rather vk)lent r and start scrapping 
- their favourite occupation. Being 
a bit short on brains, they use their 
beer bellies and tough heads to 
beat the living daylights out of 
each other. 

The bask; idea of this game is to 
out-manoeuvre your opponent or 
the computer. The 'screen is 
divided into horizontal sections, 
divided by wires which the charac- 
ters move along by swinging with 
their arms, Harvey and his chum 
can move vertical ly, by leaping 
from wire to wire. As they move 
over the background it changes 
shade, and the two combatants try 
to turn as much of the screen to 
their own colour as possible. The 
idea is to isolate your opponent 
insrde a zone of your own colour, 
There is a squiggly straws at 
each sde of the screen, one for 
Harvey and one for Hamish. 
Cocktail appear in the playing 
area, and the more drinks a rotund 
fighter slurps, the higher the liquid 
level in his straw rises. 

When Harvey and Hamish col- 
lide, they are both stunned for a 



while by the impact, and start to 
move around the screen errati- 
cally, out of control. The more 
booze you have in your straw, the 
quicker you recover from this 
dazed state and if the other boozer 
is still helpless it's possible to hem 
in In with your coiour and win. 

There are five levels of difficulty, 
and the start level is 
before play begins. 



criticism 



I 



• "Td go as far as saying that 
this is the most playable budget 
game I have seen to date. The 
game pi ay is fast and frustrating, 
ft does lack a little something 



graphically, but it T s hard to say 
what The sound is a bit Same - 
but there are a few tune-ettes 
and mi nimal effects, I'd say that 
this is well worth the couple of 
quid firebird are asking. Go out 
and buy - NOWT 



• "What a waird old game thts is. 
it took a hit otgetting used to, but 
i began to enjoy it when I'd finally 
discovered what it was alt about, 
Harvey Headbanger is not as play - 
able as it should be, but with two 
players careering out of contiot it 
can become fun. The presentation 
is quite original, with lots of cutely 
presented instructions and 
menus. It would have been even 
better with a friendty little tune and 



Frmtic guxjtitttg *c tfon mm m caupfa &t r&frv&hing drlnkm 
appear for the two chmlteitger* 



a well drawn title screen - but for 
two pounds one can 't complain, 
canon*?" 

PAUL 

• 'Td heard the Amstrad version 
had received acclaim, but from the 
brief and very unatmospheric 
instructions {typical of firebird!}, I 
must confess I didn't really expect 
any great things from its Spectrum 
counterpart. Nothing great was 
revealed to me on my first single- 
player game, but everything 
became clear after having played 
two-player. The pace tsn't over 
fast, bulit becomes very frantic as 
your opponent comes close to 
hemming you in. A very simple 
idea on the part of hremrd, but 
wefl worth the two quid. H 



COMMENTS 



Control keys: definable - up t 

down, teft K right 

Joystick: Kempston 

Use of colour adds greatfy to the 

play ability 

Graphics: good animation 
Sound: spot effects 
Skill levels: five 
Screens; one 

General rating: A fun, original 
cjam^ 



Presentation 


74% 


Graphics 


79% 


Play ability 


81% 


Addictive qualities 


84% 


Value for money 


88% 


Overall 


80% 






Producer: Mastertronic 

Retail Price: £1.99 
Author; Icon Design 

I injas aren't the sort of guys 
you want to bump into 
I down a dark alleyway. Not 
onty do they possess a rather 
nasty sword, they always keep a 
plentiful supply of Ninja stars 
about them, and if all that lot 
doesn't get you, welt, a swift kick 
or punch should see you coughing 
up the or expensive bhdgework. 
Fortunately, the hero of this game, 
the Ninja, Is the worst of the lot. 
Going in an* sorting out a multi- 
level temple positively bursting at 
the seams with various aggressive 
types is the ideal way for him to 
spend a rather dull Sunday after- 
noon. 

The justification for this breach 
of the peace, just in case Nirfla 
needs one, is that a low-down no- 
good bunch of baddies has made 
off with a collection of idols from 
the temple which Ninja supports. 
He sets out to rescue the idols 
from the clutches of the blas- 
phemers. 

Several flip -screen rooms make 
up a single storey of the temple 
and the hero has to kill off at least 
one idol-thief in each chamber. 
Only one baddie confronts him on 
the screens that make up the first 
level, but on the higher levels, up 
to three may come at him at once. 
Moving up a level causes the bad 
guys on the level vacated to regen- 
erate 

Ninja has but one life but can 
replenish his energy reserves by 
collecting idols. Five hits kill him, 
but he's some mean Ninja and has 
a full range of kicks and punches, 
a supply of throwing stars and that 
trusty blade 

The opposition includes Ninjas, 
Thugs and Karatekas. The yobs 
take a different number of blows to 
dispose of, and fight in different 
ways: Thugs wade straight in as 
soon as Ninja moves towards 
them; Karatekas are fairly aggres- 
sive, but the Bad N injas like to 
hang back throwing Ninja stars. 

After a Ninja star has been 
thrown, fct lies at the bottom of the 
screen so a Bad Ninja or our hero 
can collect It - the hero can carry 
three stars at once. 

Points are scored for salvaging 
Idols and for eliminating baddies. 
To win the game, the seven idols 
have to be collected before Ninja 
fights his way back down to Level 
One. 



CRITICISM 



I 
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• ''Ninja is the soft of game that 
would have been exceedingly 
playable if only the program- 
mers had spent a little more time 
on it. The idea is there and is very 
good, but unfortunately the 
game gives an overall impres- 
hi on ot Qemg unTirHsneo. i ne 




Hfltri m few mar&pvint* in ihm bag, our hero pu f * tAe Goof into 
ilMf 



gameplay isn't that impressive: 
I couldn't play more than a few 
goes without becoming com- 
pletely bored. Beating up thugs 
is only fun when they fight back 
intelligently. The graphics are 
poor. The characters flicker 
around erratically and the 
backgrounds are boring, The 
sound Is also below average - 
there are no tunes and the 
effects leave a lot to be desired^ 
All in all, even wtth the low price, 
I wouldn't recommend this. It 
just isn't fun to ptay. " 



• J " What a boring game this rs. 
There is very littie in Ninja that 
moid keep anybody excited for 
tang. It needs very littie thought to 
ptey the game -Ninja isjustecase 
of trudging around bashing up 
pi*et$. the graphics are particu- 
larly basic and monochromatic. 
The backgrounds contain lots of 
colour but give a poor illusion of 
depth. Sound consists of basic 
'white noise 3 effects and no tune, I 
didn't ftnd Ninja in the slightest bit 
addictive. The package contains a 
nice loading screen and many 
options, but unfortunately little 
game. h 



• n Ninja is a bad game. The 
graphics are very poon similar 



characters may have been passa- 
ble on Fist, years ago, but not now: 
the programmer couldn't be 
bothered to animate them prop- 
erly? Nq brain is required, beyond 
the ability to move and fire, but I 
wouldn't complain about that if 
there was more content in it. There 
isn't though, so I'll just say don't 
buy It, even for E 1.99. 



Control keys: definable - up, 
down, left, right, punch 
Joystick: Kempston, Cursor, 
Interface 2 

Us* of colour: colourful but 
simplistic 

Graphics: simple, basic stuff 
Sound: minimal effects 
Skill levels: one 
Screens: 1 6 

General rating: A very average 
budget beat em up 



Presentation 60% 
Graphics 50% 
Payability 47% 
Addictive qualities 45% 
Value for money 51% 
Overall 50% 




Producer: Atlantis 

Retail Price: £1. 99 
Author: John Watson 



B 



udget golfing is now availa- 
ble on the Spectrum from 
Atlantis who have taken a 
different overall approach, offering 
an overhead view of the playing 
area. 

Before a player may progress 
onto the green several selections 
must be made. Pro Gotf allows 
three different types of match play: 
championship round, single round 
or practice, and up to four players 
may approach the links together. 
Having selected the standard of 
play the next decision is between 
using a championship tee or a 
Metal tee F which governs the 
length of the drives you attempt. 
The course itself is either Sun- 
ningdale or Pebble beach, 
depending on which side of the 
cassette is loaded. 

Golf is played out in the open, 
and to add realism Pro Golf allows 
the effects of the elements on your 
game to be modified, The spaed 
and direction of the wind may be 
selected and it can range from 
gusty to a steady gala. The ground 
can be wet, normal or dry. After 
the variables have ail been 
adjusted , it's time to pull on the 
Pringle jumper and Mead off on to 
the course itself. 

The main part of the screen is 
taken up with an overhead view of 
the Jinks and all the normal hazards 
are present: trees, the rough, and 
treacherous bunkers. Windows 
placed over the course contain a 



graphic representation of the 
goffer you control, indicate the 
wind speed and the direction of 
the hole and show the par tor the 
current hole and how far your ball 
has to travel before making con- 
tact with the flag 

Before the ball is sent whining 
across to the green a shot must be 
set up. First choose a club; woods 
from 1 to 4 are available and irons 
from 1 to 9 are included in your 
bag along with a sand iron for 
those embanrassing bunker prob- 
lems. After the appropriate club 
has been chosen, the direction of 
the shot must be selected, taking 
into consideration the effects of 
the wind. Moving a pointer that 
appears on a smalt compass at the 
bottom of the screen alters the 
orientation of your golfer. 

Finally, the power of the shot 
needs to be adjusted on a scale of 
zero to one hundred. 

The ball is hit by referring to the 
window that shows the player - 
time the shot so the ball is hit as 
the golfer's arms swing around. 
When the belt is on the green, the 
screen fills with an enlarged ver- 
sion of the putting preen. The 
same set-up routine is used for 
putting, but the power of shots 
becomes more critical. 



CRITICISM 



r 



• M Pro Golf is perhaps the most 
unappealing game that I've 
played this m ofith + How ean any- 
one expect a game based on a 
relatively unpopular sport 
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(among young people anyway) 
that as programmed badly to 
make a profit? I've always found 
Golf simulations dull and this is 
no exception. Graphically Pro 
Golf is poor, the courses are 
badly drawn with UDGs and your 
player looks as though h^s 
been put through a blender, Col- 
our is used badly, Okay so golf 
courses are green p but one can 
only take so much Spectrum 
green on screen before it all gets 
too much. The sound is dire. I'd 
keep well away from this if I was 
you, there are a let of belter 
thing* to do wNfri your money. " 



• " I've had a few bad experi- 
ences with golf Simulations - 
although if pushed I can get quite 
interested in the game. Unfortu- 
nately Pro Golf is about what I'd 
expect from a budget priced 
game. This is very much based on 
att the other golf simulations that 
have come out for the Spectrum - 
after ail there's not much that you 
can really do with the game. The 
graphics are as detailed as neces- 
sary and flick onto the screen 
quickly - but where the program 
loses speed (it's all BASIC) is the 
calculating of the other player's 
score. Pro Golf is fairly good, as far 
as golf simulations go. At the 
budget price it is as good as can 
expected - but then gotf games 
never did arouse me. 



• M Yawwwwn! The only reason 
that I might have loaded up this 
game expectantly would be tf I 
placed my faith in the taste gf Mr 
Headroom, If this is the sort of 
thing he's into, then maybe that 
explains his stuttering; he's so 
near to sleep that he can't control 
it. Forgetting Max for a moment, 
Pre Golf is Boring with a capital B. 
Presumably real golf bears no 
similarity to this at all* otherwise 
it'd have no fans* The business of 
hitting SPACE when- the club gets 
vertical is unrealistic, difficult and 
frustrating, just like Olympiad '86. 
Pro Golf \s the sort of game I don't 
like playing. 



COMMENTS 



Control key*; O left, P i 
ENTER select. SPACE hit ball 
Joystick: ri/.j 

Use of colour: Jots of colour but 
rather unimaginatively used 
Graphics: poor U DG characters 
Sound: spot effects plus a tune 
Skill levels: one 
Screens: 36 

General rating: Probably not very 
entertaining, even if you like goff 
simulations . . . 



Presentation 


29% 


Graphics 


35% 


Payability 
Addictive qualities 


24% 
21% 


Value for money 


32% 


Overall 


26% 



SURVIVORS 











Producer Atlantis 

Retail Price: £1.99 
Author: Glynn Carey 



T 



■he setting is a damaged anti- 
radiation bunker, crowded 
with survivors of a future 
nuclear war. Unfortunately these 
survivors are now trapped by fal- 
len debris and rubble. Aided by 
three specialist rescue droids, 
your mission Is to get them out, 
tunnelling through rockfatis by 
shifting boulders Boutderdash- 
style. 

Droid Number One Is used for 
tunnelling, Number Two automati- 
cally teleports survivors to safety, 
and M umber Three can be used to 
clear obstructions. Control can be 
changed from one droid to another 
at by pressing the corresponding 
number key. 

Owing to the high radiation 
levels, the once harmless MK1 
bunker maintenance droids have 
become vicious killers. They have 



to be avoided at all costs, as con- 
tact results in a massive energy 
loss for your droids - he mutant 
dro ids m ust be crushed or trapped 
if your mission is to continue. 

There could be up to a thousand 
survivors trapped in the seven- 
level bunker and time is at a pre- 
mium. All the survivors on a level 
have to be rescued before you can 
continue, and the status area 
shows how many humans have 
been rescued and how many 
remain to be found on the Current 
level. 




• "Remember Thunderbirds? 
Then Imagine ii mixed with a fair 
splash of BouUerdash and 
you've got Survivors. Graphically 
this is about average: the 
backgrounds are drab and the 
characters lack detail. The 
sound is also a bit on the lame 




SCORE 
TlfllE 



RESCUED 

□□□ i 35 

L I MBS 

HI SCORE 
□ □□□□ 



You start out wfflr sit three droids together 
large rot- to to deal with . . . 



r 




HP 



) r.; l 




HEW! 

RESCUE! 
BOB 13! 

L I VES 



Six humsn* reicuod (mnd attfy 
titer dock im tick* dwdy 



f 35 to go m ftp* currant Imvmi}. 



aide and there are no tunes and 
very few effects, Dn the whole 
I'd only recommend this to pui- 
zle freaks, as it won't appeal for 
long If you can't pfay it success- 
fully." 

BEN 

• "J just can t believe how good 
this game is! At first I thought it 
was just an average copy o/Boul- 
derdash with a magnify routine - 
hut Survivors i$ more in the style of 
Thunderbirds - requmng a lot of 
thought and planning. The lack of 
a joystick option makes tittle differ- 
fvir;e P as the keyboard control is 
very responsive. The graphics are 
a decent size, and the compara- 
tively small play area continually 
springs surprises on you. it's 
excellent value for money. I just 
hope that Atlanta can keep it up. " 



• "What's this? Is it a playable 
game? Yes! There is a very promi- 
nent sense of Rockford's Riot and 
Boutderdash in this, with all the 
jerky scrolling, poor characters, 
falling rocks and tunnelling, and 
oh, f could go on and on ... It has 
also inherited the payability of flfl, 
and therefore has a lot of potential 
at this price revel. This is the type 
of game that could keep you going 
for a long time. In itself, Survivors 
isn't a bad game, but the graphics 
and the return to the start" bit 
knock sit down a bit." 




COMMENTS 



Control keys: 0 up, A down, O 
left, P right, 1 , 2, or 3 to access 
droids, 4 and 5 to quit current 
game, ENTER to pause game 
Joystick: rVa 
Use of colour; plentiful 
Graphics: undetailed with jerky 
movement 
Sound: spot effects 
Skill levels: seven 
Screens: large scrolling play area 
General rating: A good variation 
on the Boulderdash\ 



puzzle overtones 



J theme with 
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Presentation 65% 

Graphics 5g% 

Payability 72% 

Addictive qualities 69% 

Value for money 75% 



The Complete 










rtemordcFf^ptoprLotebox s - »uj" .. £4 50 each. 



D please sendee 











1 







Nam® ..»* 

***** " 



HYPERBOWL 



Producer: Mastertmnic 

Retail Price: £1.99 
Author: Binary Design 

ThiS is BINARY DESIGN '$ Second 
futuristic ice hockey game: 
Xeno was the first, and now 
Hyperbowf makes its appearance 
The action takes place in an area 
of space viewed from above. Two 
players attempt to propel a large 

Euck toward their opponent's goal 
ne by colliding with it or shooting 
it. A point is scored if the puck pas- 
ses over the line at the end of the 
pitch and two points earned if the 
puck enters the central goal. 

The game lasts for five minutes, 
or until a player earns nine points. 
When a player scores, play returns 
to the centre of the field with the 
scorer facing away from the puck 
At the start of the game players 
select a ship from the ten available. 
Some move faster or accelerate 
quicker. Sonne fire homing shots, 
while others fire in a straight line. 

The screen shows a segment of 
the pitch and includes a scanner 
which reveals the whereabouts of 
the ships rn relation to the puck 
This information fs vital in the two 
player game - if your ship goes 
flying out of the game window, the 
only way to get it back is to use the 



scanner displays - the window is 
always centered on the puck. 

Playing against the computer, 
there are three skill levels. If you 
win a game, you go onto the next 
round and face a tougher oppo- 
nent. Win five games on the trot 
and you' re the champ! 



CRITICISM 



• "Pm not too pleased with 
Hyperbowl - It's another game 
which gives me the impression 
that it was rushed at the prog- 
ramming stuge. The idea Hyper- 
bow> Is very flood atthough a Wt 
more variation wouldn't go 
amiss. The front end is excellent 
but things start to get a bit tatty 
during the game. Controlling 
your ship is relatively easy, but 
blasting the ball about the place 
Is tricky as ft seems to move ran- 
domly no matter how precise 
your aim is. The graphics could 
have been improved greatly: 
wrtrh only three objects they 
could at least look right... 
Given the price, this isn't a bad 
but I couldn't play It for 



game 
long." 



GUNSTAR 




Producer: Firebird 

Retail Price: £1.99 
Author: Software 
Creations 

other Earth has been 
invaded. A strange 
_ breed of sophisticated 
beings from a distant pfanei over- 
whelmed the Worlds primitive 
Star Wars defence system and 
enslaved the human race. The 
aliens seem to have settled in for a 
long visit and life looks bleak and 
futile for mankind. The only hope 
for humanity lies rn one final plan. 

Hidden away inside a nearby 
moon a research team has been 
concentrating on creating a totally 
new type of fighter craft. Just in 
the nick of time their experiments 
come to fruition in the form of the 
Pulse Fighters, With an expert 
team of pitois know as the Gunstar 
Fleet manning these small but 
powerful craft h the enslaved popu- 
lation can stage an attempt to 
reclaim Earth. Time for you to step 
in . . . 

There are five levels to the game. 
The mission begins with direct 
combat as you meet waves of 
aliens on the vertically scrolling 
playscreen. After the alien fighters 
have been dealt with, fly through 
an asteroid bert, dodging the rocks 
until the alien command ship is 
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encountered. To destroy the com- 
mand ship, its gun emplacements 
have to be knocked out and then 
it s on to do battle with an alien 
robot that is defended wtth . . , 
gun emplacements. Finalfy, the 
mission comes to an end when 
you dock with the Earth Mother- 
ship and refuel the fighter ready to 
take on another wave of alien 
pilots and their fighters 

Three Pulse Fighter pilots are in 
the Gunstar Fleet and at the start 
of a mission the name of the Space 
Ace you control flashes on the 
screen, together with a few per- 
sonal details including his experi- 
ence, hobbies and the sort of 
Pulse Fighter he's flying. When a 
pilot dtes you move on to the next 
Fleet member. 

The score amassed by dealing 
death to aliens is displayed at the 
top right hand corner of the screen 
in the status panel atong with your 
fuel status and engine tempera- 
ture. An Icon is highlighted to indi- 
cate which pilot is currently in the 
cockpit, 



CRITICISM 



¥ 



• lp Well this makes a change, I 
haven't seen a nfce budget 
shoot 'em up for months. It really 
Is good fun gratuitously blasting 




BEN I 



• ' 'The screen looks a bit plain but 
the scenario is good and the game 
is very playable. The presentation 
is excellent: Unfortunately the 
sound is poor, The game tacks 
tunes and is accompanied by a 
few futt futt 1 noises. The rules are 
very simple, and the pitch layout is 
not very complex. But this is what 
makes the game so addictive and 
exciting to play. The two player 
option is excellent if you can find 



an opponent of equal ability. 
Hyperbowl is a perfect budget 
game and weft worth the asking 
price. " 



dodging 
as It isn't 



enemy fighters and 
waves of meteors, but as „ 
difficult to become competent 
at it doeen't take too long to 
complete and then it gets very 
very boring, Graphically Gunstar 
is pretty: the characters move 
about smoothly at speed and 
there are a lot of nice touches 
both during the game and on the 
title screen. Although there are 
no tu nes, the sound effects are 
ffllriy good. This will probably 
keep you quiet for for a couple 
of days and I'd say that it is well 
worth two quid. M 



# "Maste rtronic have done a fair 
job with this one. The chance id 
select ships is very neat, and the 
whole game is very well executed: 
neat presentation with a good 
loading screen, nice packaging, 



• ** Mmmm strange little* game, 
this one. For £1 .99 firebird seem 
to have come up with the almost 
typical little budget game, Gunstar 
comes with great presentation] 
with lots of nice tittle spot effects 
and featuring good use of colour. 
The actual content Is very minimal, 
hut I still find it very addictive and 
fun to play Mdybe it is a bit like 
Moon Cresta, but what there is of 
the game is very welf designed and 
Simply structured. If you want a fun 
game for £1.99 then you can't go 
far wrong with Gunstar. Simple but 
effective. " 

mm 





and a highly attractive if sluggish 
title screen - in fact everything you 
dont usually see In a cheap game. 
For El .99, you get stacks of 
gameplay, and lots of addictive 
qualities; It might become boring 
in the distant future, but H has a lot 
more potential than many games 
five times its price." 



COMMENTS 



r 



Control keys: Player One: Q 
Accelerate, A Stop, S Rotate Left, 
D Rotate Right, X Fire, PlayerTwo: 
I Accelerate, K Stop , L Rotate Left , 
ENTER Rotate Right. SYMBOL 
Fire. 

Joystick: Kempston, Cursor, 
Interface 2 

Use of colour: monochrome 
action area 

Graphics: a little basic perhaps 
Sound: minimal 
Skill levels: three 
Screens: 32 

General rating: A very reasonable 
budget offering 



rreseniarion 


80% 


Graphics 


60% 


Payability 


77% 


I Addictive qualities 


73% 


Value for money 


82% 


Overall 


76% 



• 41 What a pteasant surprise: a 
really playable game. The humour 
is good enough to keep you play- 
ing for a while and then the game 
itself ought to keep you going. It 
reeks of budget labels but for 
£1 .99 it does represent very good 
value for money. The high score 
table looks very design designs - 
que although it lacks the original, 
amusing responses of Dark Star, 
The pilot details, although good, 
lend to be frustrating after half an 
hour or so and the pauses get a 
little aggravating. However it's 
very definitely the sort of game you 
just keep playing again and 
again. " 



COMMENTS 



Control keys: definabfe - up, 
down, left, right, fire 
Joystick: Kempston, Interface 2 
Use Of coioun effective 
Graphics: some detaii, quite fast 
Sound: the occasional spot effect 
Skill levels: five 
Screens: scrolling play area 
General rating: A neat but unde- 
manding budget shoot 'em up 



Presentation 


74% 


Graphics 


58% 


Payability 


69% 


Addictive qualities 


63% 


I Value for money 


70% 



SAS: OPERATION 
THUNDERFLASH 



Producer: Creative 
Sparks 

Retail Price: £2.99 
Author: Mark Rivers 

Here's a game that gives you 
the chance to be an SAS 
hero - if you think you can 
hand le il! You take the role of Rock 
Hardman, leader of a crack SAS 
squad, who H s been chosen for a 
tough mission - in fact it's his 
toughest yet. A foreign embassy 
has been taken over by terrorists 
and hostages are being held. 
Single-handedly he must set this 
situation right. 

You move diagonal^ across the 
screen, rotating quickly if a ter- 
rorist attempts to attack from 
behind. The embassy consists of 
a number of rooms, all of which 
house a deadly terrorist. You make 
your way through these rooms one 
by one, killing the terrorists as you 
go. Your eoemies are aware of 
your position and make every 
attempt to see you off before you 
reach them, therefore it is impor- 
tant to eliminate them with your 
first shot whenever possible. You 
are endowed with four lives, one of 
which >s lost each time a terrorist 
bultet hits home. 

The embassy is a three-storey 
building, with movement between 
the floors achieved by lifts. The 
hostages are randomly scattered 
about the entire embassy, and you 
must search them out and deliver 
them to safety while eliminating 
the terrorists. 

There is a time factor to betaken 
into consideration, represented by 
a system of diminishing points. 
You start with a totaf of 1 SO points, 
one of which is lost with every 
movement made. This total can be 
replenished by releasing hostages 
and killing terrorists, and you must 
have enough points (eft to escape 
when your mission is Completed. 



CRITICISM 



a good piece of 
budget software - I'm surprised 

- I'm shocked -I like it. Operation 
Thunderflash la one of those 
games that you can either play 
or you can 1 !- The terrori sts really 
are nasty so you've got to be 
quite quack on Hie draw. Graphi- 
cally, this Is the first poor fiima- 
tlon-style program that I've seen 

- the characters flicker a lot and 
they aren't really detailed 
enough. It would aiso have been 
nice if there was more than one 
type of terrorist The seurtd in a 
bit on the drab side, with very 
few effects and no tunes. All In 
all, I still think this offers excel- 
lent value for money, and I 

it" 



• " Visually this game seems very 
attractive on the surface - but in 
TO&Wy it contains little more. A 
closer look at the characters reve- 
als that they are out of proportion 
with the scenerVt and somehow 



took stretched. The animation of 
the people is kept to the simplest 
form, and thus looks very jerky, I 
found it very hard to get started, 
until f di$covered that it was just a 
case of spin and shoot', with the 
enemies posing no real problem. 
The keyboard piay is very erratic 
and extremely hard to get used to. 
Nowadays, if a 3D monochrome, 
arcade adventure wants to make 
an impression it has to be some- 
thing very special - even at £2,99. 
Operation Thunderflash holds fittie 
fasting appeal. Not recom- 
mended, ,J 



A ,+ The characters in this game 
are pretty poorly drawn and ani- 
mated; the main dude looks as if 
he's two pixels thick -and if you're 
really lucky, you can see the other 
men through him I Variety is sadly 
lacking , as a lot of the screens look 
very familiar, and most of the ter- 
rorists are identical in appearance. 
Shooting the opposition isn't easy, 
as they shoot as soon as, if not 
before, you come into line with 
them, if you do get near them the 
chances are that one of you won't 
be going away! As far as value 
goes, Operation Thunderflash 
hasn't got much wrong with it, 
There are a lot of men to be shot, 
and, despite the fad that it looks 
very like a cheapie. it might be 
worth checking out- *' 

■HE 





COMMENTS 



Control keys; S up. C down f B 
back, J forward or Z anticlockwise , 
X clockwise, M walk, K fire rotate 
left, X rotate right, M walk 
Joystick: Kempston 
Use of colour: monochromatic 
Graphics: a little trickery, unre- 
markable 

Sound: spot effects throughout 
Skill levels: one 
Screens: fifty 

General rating: A fairly respecta- 
ble piece of budget software 



Presentation 


62% 


Graphics 


59% 


Payability 


65% 


Addictive qualities 


64% 


Value for money 


63% 
63% 


Overall 



CRASH February 1987 125 




BMX SIMULATOR 



Producer: Code Masters 

Retail Price: £1.99 
Author; Tim Miller 

All the excitement of hurtling 
round ofi a BMX bike is 
brought into your living 
room by this latest ottering from 
com masters , the new budget 
specialists. This is a conversion of 
the Commodore game written by 
one of the company's founders, 
Richard Darling. 

A maze of oil cans, tyres and 
planks is viewed from above as 
two bikes hurtle around its tortu- 
ous twists and turns. Each race 
consists of three laps of the 
course, which must be completed 
within a time limrt There are three 
contrds. left, right and pedaL 
There are seven different courses 
in total, though you may choose to 
only piay over some of them. 

Hitting obstacles sends the hap- 
less cyclist hurtling over the hand- 
lebars. The poor chap then wastes 
precious time mounting up and 
pedalling off. If the two bikes col- 
lide, then the slower rider is thrown 
off. 

The contest takes place against 
the computer or another player. In 
two-player mode if both players 
get round within the qualifying 
time, they progress together to the 
next race. If only one rider makes 
it, he takes on a computer oppo- 
nent for the remaining rounds. 
Some comers are banked , and the 
riders can use these to help get 
round the bends. Turning 
becomes more difficult as speed 
increases 

Score departs on the time 
remaining at the end of a race. This 
accumulates from round to round 
to give the final score. If there is a 
closely contested finish, a replay 
option can be selected and the 
race seen again in all its glory - 
even running the redly exciting 
bits in slow motion! 



criticism 



• "Sorry, but I don't really see 
the point In this. It's a boring 
game about a sport that went 
underground years ago + The 
only pleasure that I derived from 
this was watching the players 
fall off their bikes - they fly and 
bounce quite well. Other thgn 
thle BMX Simulator was a bit of a 
dead Jos* for me. There is a la rge 



amount of luck involved, and I 
never really felt like I was in con- 
trol. There are plenty of good 
budget games around a* the 
moment: I'd fork out fer one of 
those and st^y away from this HF 



• "MftSTEFiTROWC continue on 
their road to success. BMX 
Simulator is a very polished bit of 
software, with many opticas and 
superb presentation. Even though 
the graphics are mainly two-col- 
our, th&y give an excellent impres- 
sion of 3u. The title tune contains 
some good noises, but they lack 
any co-ordination. Keyboard con- 
trols are kept very simple and very 
responsive. This is great fun to 
play and perfectly priced at 
£1.99.' 



• 4 "The screen shots on the back 
of the package aren r t particularly 
inspiring, and the tune on the title 
screen has neat beats and things, 
bul in completely the wrong 
places! Nevertheless, urged on by 
the cries of fellow reviewers I went 
on r and WOW! - I was stunned. 
The idea is very simpJe, but the 
game 3& really quite playable. The 
screen shots on the inlay don't do 
any justice to the detail of the 
graphics, cooe masters have 
made quite a good job of this one 
- recommended 11 



1 



COMMENTS 



Control keys: definable - left, 
right, accelerate 
Joystick; Kempston, Cursor, 
Interface 2 

Use of colour: drab and uninsp^ 
ing 

Graphics: good courses, shame 
about the cycles 

Sound: neat tune, but sparse and 

inappropriate effects 

Skill levels: one 

Screens: seven 

General rating: Fun at first, but 

unltkely to appeal for long 



Presentation 


70% 


Graphics 


64% 


Payability 


62% 


Addictive qualities 


58% 


Value for money 


70% 


Overall 


63% 




HOWZAT 



Producer: Alternative 
Software 

Retail Price; £1,99 
Author: Wyvem Software 

IJowzat! is a two player cricket 
mm simulation with plenty of 
■ ■options, presented on a 
series of menus The first decision 
to make is whether to piay one-day 
or first class cricket. There are six- 
teen county sides and seven test 
sides to choose between, 
depending on the level of cricket 
chosen, end if none of them meet 
wrth your approval names of your 
own choice may be input Opt- 
ing for an existing team calls up a 
squad of eleven pfayers automati- 
cally. Some fine tuning is possible 
and when a team has been 
finalised, its members are given a 
batting and bowling rating from 
one to ten. 

After the learns have been 
accepted, the computer randomly 
selects the winner of the toss. The 
batting side has to choose the 
opening batsmen and conversely , 
the fielding side needs to choose 
the bowler. The screen then 
changes to show a birds-eye-view 
of the cricket pitch, the two 
batsmen, the bowler and the ten 



graphics are dire: UDQ charac- 
ters are used so there is a mul- 
titude of little aticftmen on the 
pitch. There la no sound but in a 
game of this quaMty 1 wouldn't 
e*p*ct any, Stay well away from 
ft " 



• "Alternative software, mrnm! 
Weil it s certainly a bit different 
The game features a few realistic 
points like the grass being green. I 
was very disappointed at the 
amount of inaccuracies and bugs 
in the game. Fancy being able to 
play an England team against 
itself I At one stage Tavare was 
bowling against himself Or even 
Botham catching himself out. The 
bowler doesn't even get to she 
crease to bowi At least the 
scoreboard is pretty good - fcu/f 
you're not playing the scoreboard, 
are you? Another cricket game 
bites the stumps. " 



• "How^af is a very, very boring 
game. More interest could have 
been added with the delusion of a 
watch-the-grass-growing mode . 
I'm quite sure that no-one is going 
to find this value for money, unless 
they intend paying E1 .99 to use the 




fielders. Fielders may be 
repositioned at any stage of the 
match. 

At the end of an over the score 
card appears and the batting card, 
the bowler's analysis and the 
rnnings report may be accessed. 
Choose another bowler and the 
match continues. 

The computer automatically 
tells you if the batsman has scored 
four or six runs, if the ball goes to 
the wicket keeper or if it's a wide. 
If the ball can be seen on the pitch 
after it is struck then it's down to 
you on how many runs you wish to 
attempt. 



CRITICISM 



• " Howzat is truly a screamer. I 
wouldn't wish this on anyone. In 
my few years of games review- 
ing I haven't seen a sports 
simulator that has been as bor- 
ing to play as this. Some may 
argue that Howzat captures me 
strategy element of cricket, but 
It doesn't: selecting where on 
the field your fielders stand or 
whether to run or not ianl realty 



inlay for sometoing unmentiona- 
ble, The screen display is 
sufficiently garish to light a room, 
and the Stick men graphics aren"t 
even animated. Alternative 
software deserve large congratu- 
lations for producing potential^ 
the biggest failure ever. M 

MKf 



COMMENTS 



Control kefys: cursor keys to 
move cursor and individual keys to 
make selections 
Joystick: n/a 

Use of colour, white players on 
green field 

Graphics: very basic 

Sound: nothing much 

Skill levels: one 

Screen*; menus plus the pitch 

General rating: Wot much in the 

way of gameptay - for masochistic 

cricket freaks only 



Graphics 
Playabiltty 
Addictive qualities 
Value for money 
Overall 



34% 
9% 

13% 
7% 

\5% 



it's Centre, The Queen; Your Mission, Search and Destroy, it's What 




HACKER II 



Producer: Activision 

Retail Price: £9,95 
Author: Stove Cartw right 

It's fourteen months since 
Hacker first graced the Spec- 
trum screen. Heralded at the 
time as a demanding and highly 
Original game, it now has a follow- 
up in the form of Hacker li. Once 
again it's been designed and writ- 
ten by Steve Cartwrighi. but this 
time cm a much grander scale, 

Your reputation as a computer 
boffin has prompted the United 
States government to seek your 
help on a top secret mission. The 
CIA have discovered a plot by the 
Soviets which could upset the 
balance of power between the 
East and the Wast forever. The 
details of their plan are contained 
in what have become known as the 
'Doomsday Papers', These are 
held inside a high security Siberian 
base. It is your task, with the help 
of three Mobile Remote Units 
(MRUs - similar to those used In 
Hacker], to explore the base and 
steal the plans before the Russians 
can use therru 

The complex security system 
which the Soviets have installed 
must be hoodwinked. For this pur- 
pose you control a device which 
can monitor their four thirty-eight 
channel security cameras. Video- 
taping facilities are available so 
that recordings can be made and 
substituted for the original security 
film. Using this method it is possi- 
ble to create extra time to man- 



oeuvre, without being spotted by 
the security guards. Cfiher features 
on this device include frame 
pause, and a vital preview function 
for editing purposes. 

It's also possible to use one of 
the four monitor screens to display 
the area immediately around the 
MRU, Using this display it is possi- 
ble to map the complex, which 
aids exploration. The display reve- 
als the whereabouts of security 
officers and active monitors in the 
area. 

The screen controls are situated 
on a panel at the bottom of the dis- 
play. They are activated by movirtg 
an arrow over the desired option 
(using joystick or keyboard}, then 
pressing fire or the M key. The 
selected option is then highligh- 
ted. The animated graphics are 
grey on black (with touches of red 
and blue), and give the impression 
of monochrome monitors. 

One particularly nasty Russian 
weapon is the annihilator. A kind 
of ami- robot robot, it hunts down 
and kills MRUs. This must be 
avoided, as your limited supply of 
MRUs is all that stands between 
the free world and disaster. 



CRITICISM 



• 'Aggggghh - they Said that 
rd be safe from games like this. 
Well it looks as though this has 
got through the guards (it 



sneafced through by hiding 
behind its arcade sequences), 
Joking aside, this is definitely a 
better game than its predeces- 
sor as it contains more "in- 
depth' plot Unfortunately the 
game is not at all easy to get Into 
so it didn't really appeal to me. 
The graphics and sound are not 
at all bad: the screen is well laid 
out and there are some nice 
effects. However, | p d only 
recommend ft H you were a 
Hacker fan." 

m 

• '7 really loved Hacker, so I was 
realty looking forward to the 

r 



needs adjusting! Everything has to 
be very cleverly worked out such 
as putting the video on the 
monitors to fool the security 
guards. It's obvious that lots of 
thought has gone into Hacker II 
and it was worth it, jtfe a 
thoroughly enjoyable and addic- 
tive game. " 

mm 

• "Despite the excellent polished 
exterior, I found Meeker II to be a 
little lacking in the gameplay 
stakes. The graphics are very 
good, and it's lots of fun getting 
used to (and playing with) the 
video recorder. It s a vast improve- 



Thing* ar* getting Jiectfc: the fearsome Armihttator walks 
past Camera Twc* - Wm# to ma*e a atratmgic withdrawal? 



W 




Camera Two shows the MRU stroMng d&wn one at the 
corridor* m the COmpiem 



sequel, and what en excellent job 
activision have done with it the 
video machine is something you 
have to see - the amount of detail 
that has gone into it is amazing - 
but it's a pity they used the VMS 
model as the vertical hold often 




merit on its predecessor, but 
something s still not quite right, 
The content isn't actually lacking 
as there is plenty to do, but after a 
while spent playing it I found I got 
a bit bored. Colour has been used 
excellently, and generally I find it 
hard to criticise any one thing in 
the program, but it does lack some 
vital element thatcouid have made 
it into a smash h\V 



COMMENTS 



Control keys: Q up, A down. O 
left, P right. M push button 
Joystick: Kempeton, Interface 2 
Use of colour: basic but effective 
Graphics: simple effective 
graphics which add to the atmos- 
phere 

Sound: atmospheric spot effects 
that give a creepy and realistic 
effect 

Skill levels; one 
Screens; one 
General rating: a worthy 
sequel 



Presentation 


93% 


Graphics 


82% 


Payability 


81% 


Addictive qualities 


79% 


Value for money 


80% 


Overall 


82% 
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MAGIC KNIGHT 
RIDES AGAIN! 



TN saga of Magic Knight, the cute 
little time-travel ling hero created 
by David Jams for Spellbound, is 
not yet over. Magic Knight's first 
adventure involved rescuing his 
pal Gymbal the Wizard from a time 
warp. The time warp took its 
revenge, and dumped Magic 
Knight onboard the starship USS 
Pisces (n the 25th century. In 
Knight Tyme. Magic Knight had to 



persuade the starship crew to take 
him to a planet with a convenient 
time machine before he could get 
back to his own time. 

On the way home our hero got 
tangled with a parallel universe 
and caused another Magic Knight 
(the Off White Knight) to arrive in 
Magic Knight's home town. The 
Off White feliow isn't a goody- 
goody by any means - he decides 




T7H poadf Mmgic Knight rrmfa hlmmmftup ■jMfcwf j 



STEVE 
TURNER 
TUNES 
UP... 



Steve Turner is currency working 
on another game for hewson's 
which is scheduled for release in 
March. Ranarama is an eight -level 
shoot em up, played over a scrol- 
ling landscape populated by 
regenerating nasties. 

A sorcerer's apprentice by the 
name of Mervyn was attempting 
to cast a spell to make himself tall, 
muscular and attractive when a 
horde of evil wizards staged an 
Invasion The bad wizards have kil- 
led off everyone else in the land - 
and only missed Mervyn because 
his amateur magic turned him into 
a frqg rather than a butch hero. 

The spell didn't go completely 
wrong however. Frog though he 
may be, Mervyn has become 
incredibly brave as a result of his 



misapplication of magic, and he 
decides to take on the invading 
magicians, A level consists of bet- 
ween 50 and 100 rooms viewed 
from above - and they start off 
plunged into darkness. When Mer- 
vyn enters a room for the first time 
it is flooded with light, and remains 
illuminated, for the rest of the 
game. 

Missiles, power and shields may 
be collected and their effect is 
graded according to the level they 
belong to - It's no good hurling 
missiles from Level One at the 
wizards" minions on Level Two as 
it only makes them cross! Spells 
are available at randomly chosen 
locations, and the wizards carry 
runes which may be converted 
into the resources used in the con- 
flict, Wizards only yield their runes 
to Mervyn when he has defeated 
them. A dozen wizards roam each 
level, and Mervyn needs to kill 
them all in one-to-one combat 
before he can move on. 

Steve Turner is still taking inspi- 
ration from the CB4 game Parnd- 
roid< programmed by his partner. 
Andrew Bray brook - when it's 
complete, fianarama will take the 
hero into a sub -game whenever 
it's time to fight a wizard. At the 
moment it's those sub-games that 
Steve's concentrating on . . . 



to set about subjugating (LMLWD) 
the masses and generally being 
foul and obnoxious. Naturally, our 
hero, righler of wrongs, doer of 
great deeds, and general ail-round 
good guy. feels obliged to sort out 
the mess he's caused. 

The action in Stormbringer 
takes place in four areas: The 
Forest, The Caves, the Castle and 
Off White Knight s time machine. 
As in the previous Magic Knight 
games, our hero can manipulate 



the objects which he finds lying 
arouna - the windowmatfan sys- 
tem altows the player to Interact 
with the central character. 
Mastefttronic intend to release 
both 48K and 1 28K versions of the 
game. The 128K version will fea- 
ture an impressive 64 rooms, 64 
objects and 16 characters as weJi 
as background music, and at the 
moment David Jones ts trying to 
cram as much as he can into the 
48K program. 



JUDGE DREDD 



Another tie- in involving characters 
from the comic 2000AD is on its 
way - this lime it s Melbourne 
house's turn, and they are busy 
putting the finishing touches to 
Judge Br&dd. 

The Judge is the tougtrast 
upholder of law and order I n Mega- 
City 1 , the giant, sprawling met- 
ropolis that has grown out from 
New York and occupies the entire 
east coast of America. In the huge 
city crime is rife, and the perpet- 
rators (perps) are hunted down 
ruthlessly by the Judges.. 

Dredd patrols the city waiting for 
reports of crime. When a report 



comes through, he's got to make 
his way to the scene of the crime 
and deal with the perp. Depending 
on the severity of the crime, the 
judge shoots on sight, fires a warn- 
ing shot or tries to take the perp off 
to the 'tubes' nice and peacefully. 
A spot of littering is not a capital 
offence, eveft in Mega-City 1 ; but 
Tap (mugging), Murder, or Stookie 
Qlanding must be cracked down 
on hard. 

Should go down well with fans 
of the cartoon strip — whiie you're 
waiting for the game to be com- 
pleted, why not enter the compet- 
ition this issue - . . 
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SCALEXTRIC 



What's the next best thing to being 
a real-life Formula One racing 
driver? Scalexlric of course! Who 
can resist the joys of messing 
about with bits of a track which 
resolutely refuse to com© together 
- then there are the cars which 
keep stopping because the con- 
tacts are dead, and the trans- 
former which keeps blowing up: in 
fact all manner of problems to 



keep the serious enthusiast 
occupied for hours. 

Now for all you armchair Nigel 
Mansells, leisure genius bring you 
the thrills of the real(ish) thing in 
computer form. The program is 
divided into two sections. The first 
allows you to pick from one of the 
famous circuits included - if none 
of these appeal to you. the track 
designing facility comes in handy, 



Tracks are constructed by select- 
ing a number of curves and 
straights, and stringing them 
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horizontally-split screen. In one- 
player mode the computer takes 
control of one of the cars, and can 
be given one of three levels of abil- 
ity, Tailoring your vehicle's speed 
to suit the corners Is the key to suc- 
cess, as taking a comer too 
quickly results in your car leaving 
the track. 
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BANKED 




Konami, the kings of the coin-op 
arcades, have decided to produce 
(heir own conversions for home 
macros, and first off the production 
line for the Spectrum should be 
Jart Break, priced at £7,95. 

It's an emergency. The prison- 
ers are on the rampage and have 
taken a number of hostages, 
including the Prison Warden. A 
brave upholder of lew and order. 
Policeman Plod, sets out to shoot 
the convicts, rescue the hostages 
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KONAMI GO IT ALONE 



and defend innocent citizens. Not 
exactly an enlightened attitude 
towards prison reform and the 
rehabilitation of offenders, but 
without this shoot "em quick 
attitude there wouldn't be much 
Jeft of the town . . . 

PC Plod starts off armed with a 
pistol - not the ideal equipment for 
approaching a bunch of heavily* 
armed desperadoes. Under your 
guidance, he can pick up e^tra 
weapons and win bonus points 



130 CRASH February 1987 



he rescues hostages from the evil 
clutches of the trigger-happy con- 
victs. 

Bumping off hostages by Indis- 
criminate use of newly-acquired 
weapons, such as the Rochet Gun 
or Tear Gas Bomb, leads to the 
new toys being taken away again, 
so care is needed. The Rocket gun 
is especially useful for dealing with 
barriers and cars, while the Tear 
Gas comes into its own when pris- 



oners get holed up in the building! 

The latest news on a release 
date for Jait Break is that it should 
be in the shops by January 15th. 
Ko«AM«plen to follow this up with 
other conversions includlno 
Nemesis, Super Basketball and 
Iron Hotsq. The first of these, 
Nemesis, stioutd hit the streets by 
the beginning ol February - but for 
those of you who can't wart that 
long, here to whet your appetite is 
a screen shot . . . f 



Experience the e jthi I i ration of bis league bowling with outstanding graphics and a true 
perspective actioA view. 

Multiple levels of play, realistic pin action and automatic scoring make 10th Frame a bowling 
reality the whole famitVcan enjoy* You may even be tempted to invest in high time bowler 
_ sf>o*s and shirt once you've become obsessed with this addictive game. 

Another smash hit from the creators of that simulation 
~ ■ sensation 1 'Leaderboard " 





AMSTRAD 8.95 COMMODORE 8.95 SPECTRUM 7.95 




It was a one-tn-a-million accident - 
but Number Five, designed to be a 
strategic artificially intelligent 
weapons system, the most 
sophisticated robot on the planet, 
has escaped - and has come to 
the conclusion that he's alive! 
Now the scientist who put him 
together wants to take him apart 
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again to find out what went wrong. 
The president of Nova Robotics wants 
to capture him before the weapons he's 
carrying kill millions of civilians 

rl And the security chief wants to 
blow him up so that he can get 
home in time for dinner 
YOU are Number Five... YOU are alive 
and YOU have got to stay that way! 

TM 



Ocean Software Limited 
Ocean House ■ 6 Central Street • Manchester ■ M2 5NS 
Telephone 061 832 6633 Tele* 669977 Oceans G 
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